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ABSTRACT 
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staff. Skills emphasized include modeling precise language, 
contributing to the development of healthy self-concepts, creating 
conditions for spontaneous learning, helping children develop problem 
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reasoning, patterning, thinking inductively and deductively, solving 
problems, memorizing, decoding and encoding language, sensing and 
numerating. Ordered sequences of learning episodes (games) provide 
specific learning experiences with each of the toys. Unit activities 
involve working with children, viewing audiovisual materials, making 
classroom observations, extending and modifying existing games. A 
basic set of eight toys is accompanied by an introductory film plus a 
filmstrip and audio cassette for each toy. Other games are 
illustrated in cartoon strips. All games are described in short 
easily- read steps. Belated FLS materials: "Developing Children's 
Sense Perception"; "Helping Children Develop Healthy Self-Concepts"; 
"Working with Children's Concepts"; "Exploring Children's Thinking"; 
"The Growing Mind". (Author/SB) 



Documents acquired by ERIC include many informal unpublished materials not available from other sources. ERIC makes every 
effort to obtain the best copy available. Nevertheless, items of marginal reproducibility are often encountered and this affects the 
quality of the microfiche and hardcopy reproductions ERIC makes available via *he ERIC Document Reproductibn Service (EDRS). 
I EDRS is not responsible for the quality of the original document. Reproductions supplied by EDRS are the best that can be made from 
"^Q^ — iginal. 

ERIC 



Using Toys and Games 
with Children 



Preschool - Third Grade 
by 



Glen Nimnicht 

Edna Brown 
Stan Johnson 
Bertha Add I son 
Fred S. Rosenau 
Don Adcock 
V I ck I Han dy she I I 



Masako N. Tanaka, Director 
Flexible Learning System 

Stanley H. L. Chow, Deputy Director 
Flexible Learning System 

Far West Laboratory for Educational 
Research and Development 

San Franc I sco 



EKLC 



The ^'ct 

rr;. fj n 1' i 

0 r 9 .3 n i 
by f u n 
Hea 1 th 
jome o 
the to 
used ! 
p r ov i d 
r d t ion 
ne i t he 
Cd rn eg 
s i b 1 e 

1 n t h i 
such e 
f er red 



i o n a I 
sap (J 
z a t i on 
ds fro 
, Educ 
f tho 
V s and 
n this 
e d by 

of Me 
r the 
■ ie Cor 
for t h 
5 \ ear 
r d o r s e 



Lab 
R e s e 
b 1 i c 

sup 
rn t h 
a t i c 
[ u n d 

lea 

t r a 
the 
w Y o 
go ve 
po ra 
e V 1 
n i in g 
roe n t 



0 r a t 
arch 
, no 
DO rt 
e De 
n an 
s to 
rn i n 

1 n i n 
Ca r n 
rk. 

r nme 
t i o n 
ews 
un i 
s ho 



n fi 
n p r 
ed 
pa r 
d '.7 

de 
g e 

9 

eg i 
Mo 

nt 
i s 

ex p 



u I 



i :-i 



f u r 
De 
^of i t 
i n p 
t fn e n 
e I f a 
ve 1 o 
p i 
n i "i- 
e Co 
w e v e 
nor 

r-es 
ress 
a n (J 
be 



ve I - 

a r 1- 
t of 
re . 

P 

de s 
we re 
r po- 

t h e 
Don- 
ed 
no 
i n - 



f r (jirrt 1' h^j Lb bo r to r ^ 
L. e u r~ n i n g • 



by General 



Port lor 
appear, 
fo 
As 



of this learning unit 
in V i rtud i ! v i dent i ca I 
in a Handbook for Teacher 



stants de^' eloped earlier* 

by the Laboratory and published 
by General Learning 'Co r po r a t i o n • 
Another set of activities are 
reproduced from Parent Guide ^2 
v;hich is published under license 



F r I'i e s y L a b o r" a t o r y f o r F d u c a - 
tional F-'!esearch and Development 

1 8 313 To I sort! S }-reot , 

San Francisco, California 

9A 103 - (415) 565-3000 



Copyr i ght (c) 1 97 
Laboratory for 
Research and De 
rights e s e r* v o d 
these materials 
during the perM 
tesfing, and ev 
pe rrn i ss i on is g 
National I n st i t 
to c 1 a i rn co py r i 
final materials 
on the status o 
clairn^ contact 
right proprieto 
Institute of Ed 



5 by Fa r West 
E d u c a 'f i o n 3 I 
velopment. Al I 

Copyr i ght for 
is claimed only 
od of development, 
aluation, unless 
ranted by the 
ute 6 f ' Education 
ght a I so on the 

For in format i on 
f the copyright 
e i ther the copy- 
r or the National 
u c a t i o n . 



"PERWISSlON rO REPRODUCE THIS COPY- 
RIGHTED MATERIAL HAS BEEN GRANTED BY 

Far Wes t L ab> for Educ, 
Re search & Developmen t 

TO ERIC AND ORGANIZATIONS OPERATING 
UNDER AGREEMENTS WITH THE NATIONAL IN- 
STITUTE OF EDUCATION. FURTHER REPRO- 
DUCTION OUTSIDE THE ERIC SYSTEM RF.- 
OUIRES PERMISSION OF THE COPYRIGHT 
OWNER " 



4 



ACKNOWLEDGMENTS 



Staff of the Early Childhood Education Program 

(during the development of this unit) 



Mon roe , Jean 



Production Coordinator: Fred Simmons 
Editors: Fred Rosenau, Linda Walls 
Cover Design: Chet Tanaka ■ 
Interior Book Design: Brenda Tighe 
■Artist: Carol Ann Ragle 



Special Expression of Appreciation 



The Responsive Fol low Through 
Program. This program advocates 
and Implements the content and 
process In this unit as part of 
its program. This program was 
originally designed by Glen 
Nimnicht, Ed.D., with Denis F. 
Thoms, Ed.D., as Its current 
d I rector . 



A I wa rd , Keith 

B i estma n , Ma rgot 

Brown , Judy 

Chow, S tan I ey 

DeAnda , Nat I v I dad 

Oe La Torre, Rosemary 

Diaz de Leon, Joseflna 

Ferguson, Gloria 

FItzGIbbon, Ann 

Hay, Johnnie 

Lew I s , Frac lone 

Littles, James 

Matteson, Rosary 



Rayde r , Nicholas 
Rhodes, Anne 
Robinson, Margaret 
Stewa rt , I ng jerd 
Tanaka , Masako 
Tate, Emma 
Taylor, JoEllyn 
Taylor, Terry 
Thoms , Den i s 
U r I be , Oscar 
Valenta, Mike 
Wong , P i er I n a 
Y i nger, Joanne 



5 



ERIC 



TABLE OF CONTENTS 

Page 



Part I 

Why Should You Do the Work in This Unit? 1 

What You Will Be Able to Do 1 

Materials Needed for Your Training ] 

Section A 

IntroductlontoPart I 2 

0 ve rv i ev/ 2 

Actlvltyl 5 

Procedure 7 

Activity 2, First Week (Sound Cans) 8 

Activity 3, Second Week (Color Lotto, Games I and I I) ]] 

Activity 4, Third Week ( Fee I y Bag, Games I and II) 15 

Activity 5, Fourth Week (Stacking Squares, Games I, II, 

and I I I ) 20 

Activity 6, Fifth Week (Wooden Table Blocks, Games I, 

I I , and I I I ) 27 

Activity 7, Sixth Week (Number Puzzle, Games I and II) ... . 32 

Activity 8, Seventh Week (Color Blocks, Games I, II, and III). 35 

Activity 9;. Eighth Week (Flannel Board, Games I, II, and III). 41 

Additional Learning Episodes 

Color Lotto, Game III....... 47 

Stacking Squares, Game IV 48 

Stacking Squares, Game V 49 

Wooden Table Blocks,. Game IV 50 



6 

o 

ERIC 



Page 



Section B 

step-by-step Learning Outline 51 

Developing a Healthy Self-Concept 51 

Toys As Learning Tools 54 

The Geo-Hop Game 56 

My Dog "Sunshine" - A Sign-Language Game 57 

Language Activity ( Ta I k-a-^pTto ) . 57 

Toy Selection Criteria 60 

Check Your Progress 61 

Activity , 62 

General instructions 
Learning Games 

Alphabet Boa rd 63 

Beg i n n i ng Mai r i X Game 64 

Coordination Board 66 

HundredPeg Board . 69 

Inset Shapes Board 74 

Pattern Box 76 

Property Blocks 78 

Spinner Board 83 

How to Use Specific Words ; 87 



7 

EKLC 



Pac)0 

Part II 

Introduction to Part II "89 

Sound Cans 91 

Stacking Squares 101 

Tab le Blocks . Ill 

Discovery Games * 129 

Rubber Stamps 153 

Pattern Games 171 

Log i c B I ocks 195 

Sequence Games ' . . . • 217 

Phonogram- Matrix Games 233 



8 

EKLC 



Accompanying ntaterials: 

+ basic set of Giglit toys: sound cans , color lotto, 
feely bag, stacking sqiiat^es, wooden table blocks, 
nuiDbey^ puzzle, color blocks, flannel board. (^75. 00) 

+ filmstrips/cassettes : for basic set of eight 

toys (one films trip per toy). ' ($100.00) 
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I. Why Should You Do the Work 
in This Learning Unit? 

First, because if you don't, 
youMI find it difficult to 
work in a Responsive Education 
Program classroom. Second, 
because the skills youMI learn 
here are essential for anyone 
working in a classroom with 
young children. Third, because 
the skills learned can be an 
important step upward on a 
"career ladder" that should 
lead you to a teaching job at 
higher pay. And, finally, be- 
cause helping children learn 
by playing games can be one of 
the most rewarding experiences 
you * I I ever enjoy. 



Why not begin right" now? 



11. What You Will Be Able to Do 



A. Use eight toys and about 20 
activities to help children 
learn skills and concepts. 

B. Use examples of exact and 
precise language in talking 
w i th you ng child ren • 

C. Make some positive comments 
to children to help build a 
positive self-image. 



D. Recognize and build upon 
some spontaneous learning 
exper i ences. 

III. Materials Needed for Your 
Training: 

A, The 1 6mm color film called 
"Learning and Growing and 
Learning." (The Instructor 
will provide a film projec- 
tor.) 

B. This learning unit called 
Using Toys and Games with 
Chi I d ren • 

C, Eight color filmstrips and 
audio cassette tapes--one 
for each toy. (General 
Lea rn i-ng Cor p . ) 

D. One complete set of eight 
basic toys (General Learning 
Corp.) The instructor will 
provide all equipment. 

E. A pencil (or pen) and note 
pad . 

F, If you continue on with 
Section B (beginning on 
page 51), you will also 
need eight supplementary 
toys. This additional 
training, is optional, • 
of course. 



PART I 1 
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SECTION A 

introduction to Part i 



rho purpose of this 16-wook I earn - 
i nq u n i t is to help I Gra c h i n c] g |- o f f 
cirhl volunteers in preschool clavjs- 
rooms or in day-care centers become 
mof^e eff'ec|-IVG teachc^rs. The 
hrdinlnr) will take about one hour 
of time outside the classroom each 
week and about 20 minutes a day in 
hhe classroom for 16 weeks. 



T h o I 0 c) r n I n (] u n It Wd o r i ^ I n a II y ^ 
writ'ton t-o iie I p you work success- 
ful ly in a Head ol•ar^ classro,um 
us i ng the Respons i ve Educa l i on 
FM-o(jram, but we betleve it will 
be useful for other teachers or 
volunteers who are just" starling 
to teach or who would I ike to 
i mp rove t'he i r skills. 



Overview 



This learning unit is designed to 
help you become a part of the 
teaching-learning activities as 
soon as you enter the classroom. 
We believe this unit is important, 
because your reason for being in 
the classroom is to help guide 
children's learning. Thisguid- 
ance requires training. Without 
training, the easiest tasks to do 

are such activities as serving 

juice and snacks, picking up after 
the children and heachers, helpina 
children with their coats, and 
taking them to the bathroom. We 
think it is important that both 
you and the children see the teach- 
ing assistant's role as being that 
of' a teacher. This view is par- 
ticularly important If an assistant 
Is from the same ethnic group as 
the children and the heaiJ ieacher 
is from some other group. 

For that reason, the first task 
Is to help each member of the 
teaching staff prepare to function 
as a real teacher. Therefore, the 
assistant should be involved in 
the teach i ng- 1 earn i ng process upon 
entering the classroom. The as- 
sistant shou 1 d use "learning 



episodes^' (like the acilvitles 
described in this handbook) with 
children in s i 1' u a t i o n s where the 
involvement is direct and obvious. 
Also, the teaching assistant can,. 
In a direct way, help clilldren 
build a positive self-image by 
stressing that It is good to be 
Black or Native American or 
Mex i ca n- Ame r i c a n or Puerfo Rican. 
Use of experiences from the 
children's own community will help. 

This learning unit may also be 
used in a home day-care setting. 
It serves as a guide for learning 
activities of three-, four-, and 
five-year-old children. 

The Derson in charge of a day-care 
home is not a babysitter. I'ir-st of 
all, she takes on all the duties 
of the mother who is absent from 
the home for the greatest portion 
of the day. Secondly, she func- 
tions as a preschool teacher. 

The duties as a "substitute 
mother" are usually accomplished 
easily. Each mother gives some 
specific Instruction for her child; 
the rest is done by "mother wit." 
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The rolG of a preschool toacher 
will require iiome |-ralnlng. The 
next pages will prepare an assis- 
tant toacher or a day-care mother 
to function as a teacher. 

This learning unit Is built around 



a set 


of eight toys: 


1 . 


Sound Cans (1 game ) 


2. 


Color Lotto (3 games) 


3, 


Fee 1 y Dag (2 game s ) 


4. 


Stacking Squares (5 games) 


5. 


Table Blocks (4 games) 


6. 


Number Puzzle (2 games) 


7. 


Color Blocks (3 games) 


8. 


Flannel Board (3 games) 



Each toy offers one or more activ- 
ities or games (called learning 
episodes) that describe how to use 
that toy to teach a child a spe- 
cific skill or concept, or help him 
to learn to solve a simple problem. 
The skills or concepts are impor- 
tant in life and will al so help the 
child to learn more in school. The 
teaching of particular skills and 
concepts is an important part of 
this training unit. However, 
equally important is the idea of 
encouraging children to use a 
variety of games and toys that 
are enjoyable to learn, rather than 
drilling them or forcing them to 
learn against their will. There- 
fore, it is important that the 
children play the games because 
they want to, not because they 
are required to play. The fol- 
lowing rules should be followed 
with all the games : 

1, The child may change the 
rules of the game at any 



time. You must f o I 1 ow t he 
child's rules If he changes 
them, 

2, The child may stop playing , 
the game whenever he wishes, 

3, Stop the game when the child 
seems to lose Interest, 

In addltlori to use of learning 
episodes, there are several other 
behaviors that should be practiced, 

I . Exact Language 

Each day, practice onemethod 
of exact language behavior. 
It Is important to use exact 
and precise language because: 

A. Children will be able to 
better understand what you 
are saying. For example, 
rather than saying, "Get me 
that," say, "Johnny, please 
bring the Apple Book to the 
table," 

B, Children learn to develop 

and expand their own language 
by listening. Adults are 
languagemodelsfor children. 
If you ask, "Do you want red 
or b I ue paper?" rather than, 
"Do you want this one or that 
one?" you have used precise : 
language (a) to ask the ques- 
tion and (b) to introduce or 
reinforce the names of two 
colors. 



II. Positive Comments 

Part of helping to build a 
healthy self-concept is an 
acceptance of and respect for 
the children. In order to; 
show this acceptance, we are 
suggesting use of positive 
comments about children's work, 
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c I oth I ng , act i y I ty , etc . Pos i - 
ti ve comment s shou I d be focused 
bna specificarea^ For exam- 
ple , ■^''1a ry , I like the yellow 
sweater you are "wearing todsy," 
or, "Paul, I like the way you 
put away the blocks." 



III. Spontaneous Learning 

Spontaneous learning takes 
place when a child is playing 
and the adult finds an op- 
portunity to point out some- 
thing that the child perhaps 
did not know within the con- 
text of his play. For ex- 
amp-e, if a child is building 



in the block area, the adult 
may say, "Ellen, these blocks 
a re stacked higher than those 
blocks. Let's count the 
b locks. " 

There will be many opportuni- 
ties during the day to use 
spontaneous activities for 
learning. Train yourself to 
be sensitive to the possibili- 
ties by becoming aware of the 
learning that can take place 
In each learning center in the 
class room . 

For example, what are some of 
the things that are likely 
to be learned in the art area 
or the II sten I ng a rea ? 
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Activity 1 



See t he CO I o r f I I m called 

"Learning and Growing and Learn- 

ing»" Even though it was made 

for parents who use these same 

toys with preschoolers at home, 

it has lots of good ideas you 
can use in your classroom. List 
three of those ideas* 



4. Give two examples of exact lan- 
guage behav ior. 



2, How can you help build the 5. Give two examples of positive 

positive self-image of a child? comments that you can make to 

a c h i I d o 



3» List the three key rules that 
must be followed for all games 
used in the Responsive Education 
Prog ram » 



6» Explain how "spontaneous learn-- 
ing" takes place sn a Respon- 
sive Education Program class- 
room» 
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''The teaching assistant forgot 
that she was supposed to stop 
the game when I lost interest. . . 



Use of Other Games and Activities 
for Specific Learning 

Once you feel con f i den t ^ u s i ng the 
learning episodes in this hand- 
book there are a number of sug- 
gestions for using other games 
and activities in The New Nursery 
School,^ a book and six pamphlets 
des igned to help teachers and 
assistants in Head Start class- 
rooms. Or you can make up your 
own learning episodes using other 
games and toys. Notice that a 
learning episode has (a) a clear- 
ly stated purpose and (b) a carefu 
description of the language that 



is important in the learning 
ep i sode . 

Suggestions from "New Nursery 
Schoo 1 " Book 

1. "Associating Photographs with 
Words'* 

2. "Comments on Learning Opportu- 
nities at Snack Ti me" 

3 . "Coun t i ng" • 



*Glen Nimnioht. Oralis McAfee, and John Meier The Ne^ Nursery 
School. General Learning Corporatvon, New York, 1969. 
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Procedure 



1. Before using any of the toys 
with the children, read all 
the learning episodes for that 
particular toy, look at the 
filmstrips, and listen to the 
audio tape. 

2. After you have read the learn- 
ing episodes, practice playing 
with another adult until you 
are familiar and comfortable 
with the games . 

3. Set up the material at one of 
learning centers-- for example, 
the manipulative toy area. If 
you wish, you can take the writ- 
ten instructions with you while 
you play. 



4. Children will probably come 
to the table on their own to 
investigate. When they ccrne, 
ask if they wish to play a game. 

5. Each week play with one toy and 
the accompanying learning epi- 
sode for 15 or 20 minutes per 
day. 

6. Record each child's progress 
on the appropriate foj*m after 
he has played each group of 
games. (The first form is 
found on page 10.) 

7. Once you have completed using 
all eight toys, start different 
children with the first toy. 
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Activity 2 



F \ rst Week 

1. Read the learning episodes for 
Sound Cans. 

2. Look at the fllmstrlps and 
listen to the audio tapes of 
the learning episodes for the 
Sound Cans. 

3. Practice with another adult 
until you feel comfortable 
with the wording* Some of the 
wording may seem awkward until 
you become familiar with them. 

4. Set up the game In some area 
of the room that is away from 
other activities. Don't ask 
the children If they want to 
play. Let them come to you and 
ask. If no one comes, start 
shaking the cans and listening 
to the sounds. When a child 
comes and asks what you are 
doing, show him how to play 
the game. If several children 
want to play at one time, say, 
"First, Stan can play the game, 
then Ann," and "Tomorrow we 
will play the game again." If 
all of the children have not 
played by Thursday, ask the 
ones who have not If they wish 
to p I ay . 

5. Write down the names of the 
children who played the game 



on the form for Sound Cans and 
answer the questions. 

6. Play with the Sound Cans each 
day for about 20 minuteso 

7. At the end of the week, leave 
the Sound Cans in the classroom 
so the children can play with 
them whenever they I Ike. 

8. During the week, remind your- 
self each morning that you will 
use exact language to tell 
about position. 

Use Exact Words to Tell About 
Po s 1 1 i on 

You should always speak clearly 
and in t^peclflc terms when describ- 
ing where something Is located. 
The words you use and the way you 
use them help children understand 
and form clearer concepts. 

Say: "The blocks go in the 
box below the window. " 

Instead of: "They go over 
thereo" 

Say: "The -puzzle piece is on 

the floor under your chair. " 
Instead of: "There It is." 

Say: "The pegs are on the bot-^^ 
torn shelf beside the puzzles." 
Instead of: "Right over there." 
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Sound Cans 

EQUIPMENT: Two sets of sound cans. 
Each set Includes six cans, each 
with different objects or materials 
inside (for example, a bead or some 
water). Each makes a different 
sound when it is shaken. 

PURPOSE: To help develop the 
child^s ability to discriminate 
be twee n sounds. 

Specific Instructions: 

1. When a child comes to the table 
say, "fv^e ave going to play a 
game. " Divide the cans into two 
sets of six each. One set is 
marked on top, the other is not. 

2, Pick up one of the cans in your 
set and shake it briefly. Say 
to the child. "Find one of your" 
cans (point to the child's six 
cans) that makes the same sound 
as the one I am shaking o " 



3. If the child shakes a can that 
makes a different sound, say, 
''Your can does not make the same 
sound as mine. " You should 
shake your can again and then 
say, ''Try another can." 

4. If the child's can makes the 
same sound as the one you are 
shaking, say, "These two cans 
make the same sounds" Put the 
two cans aside, 

5. Select another can from the 
five remaining cans in your 
set. Shake it and say to the 
child, "Find one of your cans 
(point to the five remaining 
cans in the child^s set) that 
makes the same sound as the can 
I am shaking* " 

6. Continue the game until the 
child finds all of the cans, 
or no longer wants to play. 
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SOUND CANS 



CH 1 LD' S 
' NAME 
















HOW MANY TIMES 
DID CH 1 LD PLAY 
GAME? 
















DID CH I LD 
CHANGE RULES? 
















DID CHILD 

BECOME 

FRUSTRATED? 
















DID OH 1 LD 
CONTINUE 
WHOLE GAME? 


... 














DID CHI LD 
ENJOY GAME? 
















HOW MANY CANS 
DID HE MATCH 
CORRECTLY? 
















COMMENT 
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Activity 3 



Second Week 

1. Read all the learning 
episodes for Color Lotto. Then 
look at the filmstrips and 
listen to the audio tapes. 

2. Practice using the lear'ning 
episodes for Co lor Lotto with 
another adult until you are 
familiar with it. You will 
probably need to use only the 
first learning episode, but 
some children may be ready to 
try a harder level of the game. 
If a child can easily match the 
colors, go on to Game M. 

3. Set up the game in the area you 
previously selected and wait for 
the children to come. 

4. Play with Color Lotto (Game I 
or II) for about 20 minutes 
each day for a week. 

5. Write on the form the names of 
t f 'l e children v/ h o play the game 
and answer the questions. 

6. At the end of the week, look 
over the form that you kept on 
Color Lotto games to check the 
children's progress. You will 
then know the kind of help "''o 
give indi-vidual cnildren. 



Leave the toy out so that chil- 
dren may play with it in the 
c I a s s room . 

7. F-ind opportunities during the 
day to talk about colors in the 
room, colors of "the children's 
clothing, etc. For example: 
'^Ronald has made a pile of blue 
blocks and a pile of yellow 
blocks." 



Use Exact Words to Tell About Action 

You should always try to show and 
tell clearly how a person or animal 
or t h i n {.] is moving or acting. 
Use descriptive words as often as 
possible; for example: 

Sey: Robert skipped down the 
walk. " 

Instead of: ^'Robert went down 
the wa I k.*' 

Say: ^'The oat is chasing the 
bird. " 

Instead of: "The cat is after 
the bird." 

Say: *'Wanda is walking slowly.^' 
Instead of: "Wanda is walking." 
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Color Lotto Game I 



EQUIPMENT: A color lotto board 
and two sets of nine small col- 
ored squares. One set of small 
squares is for the assistant and 
the other set Is for the child. 



seconds □ I f t he 
CO rr ect h i mse I f , 
two squares are not 
color. Try again. " 



child does not 
say , ^^The se 



the same 



To he I p deve I op the 
ability to discriminate 



a s determ i ne 



PURPOSE 
child's 
among colors, a-s. well 
simll iarities. 

Specific Instructions 



1. When a child comes, ask, ^^Would 
you like to play a game?^^ 

2. Collect all of the squares and 
place them in front of you. 

3. Hold up one of the colored 
squares (for example, a red 
square) and say, ^^Find a square 
on your board that is red^ the 
same color as this squareo" 

4. If the child points to a square 
of a different color, move the 
square you are holding close to 
his board so the chi Id can see 
the difference. Wait a few 



If the child poi nts to 

the square that is the 

same color, give him the 

square you are holding and 

say, "JeSj these two 

squares are the same color. 

They ar-e? both red. Put 

this red square on youi-^ board. " 



Then hold up another square 
(for example, a blue one) and 
say, ^'Find a square on your 
board that is blue^ the same 
color as this square. If the 
child points to a square that 
is the same color, say, These 
two squares are the same. " 

Once the child has put all the 
squares on the board, pick up 
a colored square from the re- 
muining set and say, ^^Takc a 
square off the board that is 
yelloWj the same color as the 
square that I am holding o " 
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If the child picks up 
of a different color, 
next to the square so 



a squa re 
place it. 
the child 



can see the difference, 
a few second s . I f t he 
does not correct himsel 
"These two squares are 
same color o Try again. 



Wa It 

child 

f, say, 

not the 
ft 



9. If the child picks up a square 
that is yellow, take the chfld^i 
square and say, "These two 
squares are both yellow." 

10. Continue game unti I all squares 
are taken off c h I I d ^ s boa rd , or 
until child loses Interest, 



Color Lotto Game II 



EQUIPMENT: A color lotto board 
and two sets of nine colored 
squares. One set of small squares 
IS for the assistant and the other 
set Is for the child. 

PURPOSE: To help the child learn 
the names of colors. 



Specific Instructions: 

1. After the child has been suc- 
cessful with Color Lotto Game 
I, Introduce this game, 

2. Place the lotto board In front 
of the child. The teacher/ 
assistant should have one set 
of colored squares In front of 
her (or him). 



Say to the child, "Find a 
square on the lotto board that 
is blue." Do not hold. up a 
blue squa re. If the child 
points to a square of a dif- 
ferent color, then pick up a 
blue square and say, "Find a 
square that is blue^ the' same 
color as this square. " 

If the child points to the 
blue square on the board, hand 
him the blue square and ask, 
"What color is this square?" 
If the child does not answer or 



gives an Incorrect answer, say, 
"This square is blue. You may 
put the blue square on the board. 

Then say, "Find a square that 
is green." Do not hold up a 
green square for the child to 
see. If he points to a square 
of a different color, hold up 
a green square and say, "Find a 
square that is green^ the same 
color as this square. " 

If the child points to a green 
square, hand him the green square 
and ask, "What color is this 
square?" If he does not answer,, 
say, "This square is green." 

Continue until all the squares 
on the board are covered. Place 
the second set of colored 
squares In front of you and 
say, "Take off a square that is 
blue." Do not show him a blue 
square. . I f he takes off a 
square that Is not blue, then 
hold up the blue square and 
say, "Take off a square that is 
blue." If he takes off a blue 
square, ask, "What color is this 
square?" If he answers "Blue^" 
say, "This is a blue square. " 

Continue until all the squares 
are removed or until the child 
no longer wants to play. 
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COLOR LOTTO 



CH 1 LD' S 
NAME 






T 










GAME 1 
















HOW MANY 
TIMES DID 
CHILD PLAY 
GAME? 
















DID* CHILD 
ENJOY GAME? 
















STAY FOR 
ALL OF IT? 
















HOV/ MANY 
LOLUKb uUULU 
CHILD MATCH? 
















COMMENT 
















GAME 1 1 
















HOW MANY 
TIMES DID 
CH I LD PLAY 
GAME? 
















DID CH 1 LD 
ENJOY GAME? 
















L 1 ST COLORS 
CH 1 LD DID 
NOT NAME: 
















COMMENT 
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Activity 4 



Th i rd Week 



1. Read learning episodes for 
Feely Bag Game I and II and 
review the filmstrip and audio 
tape . 

2. Practice the game with another 
adult until you are familiar 

w i t h i t . 

3. Set up Ihe game at the selected 
activity table. By this time 
chi Idren wi I I have become ac- 
customed to playing games at the 
table, and will be ready to come 
when the material is set up. 

4. Play the game about 20 minutes 
each day for a week. 

5. Write the names of the children 
who play Feely Bag games and 
record answer to questions. 

6. At the end of the week, look 
over the form for Feely Bag to 
check what each of the children 
did during the week. Remove 
Sound Cans from room. 



8. Practice the language behavior 
on "Using Exact Words to Tell 
AboutThings." 

Use Exact Words to Te I I About 
Things 

You should always show and tell 
clearly the kinds of things you 
are talking about. Some words tell 
much more about things than other 
words dCo If you use the words 
"This" or '»These" or "Those," you 
don't give as much information as 
you could. Here are some 
suggest ions: 

Say: **This ball has a round 
shapBo " 

Instead of: "This Is a circle." 

Say: ^May I have the longest 
block?'' 

Instead of: "May I have the big 
block?" 

Say: ''That animal is a rabbit." 
Instead of: - "That is a rabbit." 



A suggestion for extending the 
skills the children learned with 
Feely Bag Game I: using the con- 
cept formation area, cut out 
paper or felt circles, squares, 
circles, and rectangles, and 
make a display on the wall. 
You can make objects with the 
shapes: 

A house 



or truck 



Say: "This sandpaper is rough; 

the board is smooth. " 
Instead" oi: "This is rough; this 

i s smoot h . " 

Say: "Do you want some more 

yellow paper?" 
Instead of: "Do you want some 

more ye I I ow ?" 
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Feely Bag Game I 

shape, hold up your circle and 
the shape the child took from 
t'fie bag and say, These two are 
not the same. " Put the shape 
the child selected aside, ^\Tvy 
again. " 

4. If the child chooses a circle, 
say , "These two shapes are the 
same. They are both aircles. " 

5. After the child has found the 
circle, place the four shapes i 
the bag again. Pick up the 
triangle from the other shapes, 
and say, "Find a shape in the 
bag that is the same as this 
triangle." Continue until the 
child has identified all four- 
shapes. 

Note: If the child looks in the 
bag while playing the game, say, 
"Now find the shape without look.- 
ing in the bag . " 
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EQUIPMENT: Small drawstring bag 
and two sets of cut-out shapes. 
Each set has these four shapes: 
a circle, a square, a triangle, 
a nd ■ a recta ng I e . 

PURPOSE: To help the child iden- 
tify a shape by touch and by 
sight. 

Specific Instructions: 

1. Take one each of the four shapes 
and put them in. the bag; then 
place the other four shapes on 
the table so the child is able 
to see them. 

2. Pick up the circle from the 
table and say to the child, 
"Fifid a shape in the bag that 
is the same shape as this 
circle. " 

3. If the child chooses a different 



Feely Bag Game II 



EQUIPMENT: Small drawstring bag 
and two sets of cut-out shapes. 
Each set has these four shapes: 
a circle, a square, a triangle, 
and a rectang I e . 

PURPOSE: To hel p the child 
identify a shape that he can feel 
but cannot see. 



Specific Instructions: 

1. Take one each of the four 
shapes and put them on the 
floor or on a table. Put 
the other four aside. 

2. Say to the child, **Close your 
eyes while I put a shape in 
the Feely Bag . " 

3. Take the circle from t,he re- 
maining four shapes you have 
set aside and put it in the 
Feely Bag . 

4. Then say to the child, "FeeZ 
the shape inside the bag and 
find a shape on the table that 
is the same. " 



5. If'the child selects a dif- 
ferent shape, have him feel 
the shape in the bag and the 
shape he selected on thetable 
at the same ti-me and say, 
**These shapes are not the 
same; try again. 

6. If the child chooses a circle 
from the table, let him take 
the circle out of the Feely 
Bag and compare it with the 
circle he chooses from the; 
table and say, "These two 
shapes are the same. They 
are both circles. " 

7. Place the four shapes onthe 
table again. Have the child 
close his eyes while you put 
one of the other shapes (for , 
example, a square) in the bag. 
Have the child feel theshape 
in the bagand find one on the 
table that Is the same. 

8. Continue until the child has 
identified all four shapes in 
this way or until he no longer 
w i s he s to p I a y . 
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FEELY BAG 



CHI LD'S 
NAME 
















GAME 1 
















HOW MANY 
TIMES DID 
CH 1 LD PLAY 
GAME? 
















DID CH 1 LD 
ENJOY GAME? 
















LIST SHAPES 
CHI LD WAS 
UNABLE TO 

M A ^yl F - 
IN nl 'l C . 
















COMMENT 

















27 



18 PART I 



ERIC 



FEELY BAG 



CHlLD^S 
NAME 
















GAME 1 1 
















HOW MANY' 
TIMES D 1 D 
CH 1 LD PLAY 
GAME? 
















D 1 D CHI LD 
ENJOY GAME? ' 
















LIST SHAPES 
CH 1 LD WAS 
UNABLE TO 
IDENTI FY: 
















COMMENT 
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Activity 5 



Fourth Week 

1. Read learning episodes and re- 
view filmstrip and audio tape 
for Stacking Squares Game I, II, 
and III. 

2. Practice playing all .three games 
with an adult in order to under- 
stand what each would feel like 
at child's I eve I . 

3. Set the game up at the activity 
table. Begin with Game I. 

4. Write the name of each child 
who comes to play. 

5. Play games for 20 minutes ea.ch 
day for a week. 

6. As tne children play the game, 
check the form to determine 
which children are ready for 
Game I I and 111. 

1. Arrange Concept Formation area 
with colors Introduced in this 
game. For example: Use red, 
blue, yellow, and green colored 
paper and cut out the names of 
the col.ors. Collect articles 
of these colors: 



and place them on the b'oard 
as shown. You might ask a 
child, "What else can you 
think of that's yellow?" 

8. At the end of the week, place 
the toy in the classroom. Remove 
Color Lotto if the children 
have I ost I nterest . 

9. Practice using exact words to 
exp I a i n Ideas: 

Say: "This has a rough texture." 
Instead of: "This is rough." 

Say: "Feel the skin of this 
fruit. " 

Instead of: "Feel the skin." 

Say: "Yes^ the blocks are all 

the same color ^ red. " 
Instead of: "Yes, the blocks 

a re all the same. " 

Say: "The handle of' the saw is 

. cracked* " 
Instead of: "The handle Is 
crac ked . " 
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stacking Squares Game I 



EQUIPMENT: The Stacking Squares 
set includes 16 colored wooden 
squares that fit in order on a 
special wooden post. 

PURPOSE: To help the child learn 
the terms "same size" and "not the 
same size." 

Specific Instructions: 

1. To begin, say "Would you tike 
to play a game now?" Remove 
the wooden squares from the 
stacking post and give the child 
the four blue squares. Keep 
the other squares in* front of 
youo 

2. Select one of the squares in 
front of you and hold it up 
and say to the child, "Point 
to a square that is the same 
size as this square* " 



3. If the child chooses a square 
that is not the same size, hold 
your square close' to the 
square the child selected. Wait 

a few seconds to al low the chi Id 
to see the difference in size. 
If the child does not see the 
difference, say, "These squares 
are not the same size. Point 
to a square that is the same 
size . " 

4. if the child chooses a-square 
that is the same size as the 
square you are holding, hand 
your square to the child and 
say, "Both of these squares 
are the same size. You may 
put this square on top of your 
square . " 

5. Continue this way until all the 
squares are matched in front of 
the child. 
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Stacking Squares Game II 



EQUIPMENT: The Stacking Squares 
set « 

PURPOSE: 

a. To teach or strengthen the 
learning of same color and 
not the same color. 

b. To teach or strengthen the 
learning of the color names: 
red, blue, green, and yellow. 



Specific Instructions: 

1. Say: ''Would you like to play a 
game with the Stacking Squares?'' 

2, Remove the squares and give the 
child the eight smallest squares 



(two yellow, two red, two green, 
two blue). You keep the other 
e I g ht o 

3. Choose one of the red squares 
in front of you and say, "Point 
to a square that is the same 
color as this red square." 

4. If the child points to a differ- 
ent color, say, "That color is 
green. Point to the red square 
like this one. " 

5. If the child points to a red 
square, say, "Both the squares 
are red. Put your red square 
on top of this one. " 

6. Continue game until all squares 
are matched in front of the child. 
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stacking Squares Game III 



EQUIPMENT: The Stacking Squares 
set . 

'PURPOSE: To help the child recog- 
nize a pattern in a group of ob- 
jects (color or size) and eliminate 
those which do not belong in the 
group. 



Specific Instructions: 

1. Take three of the largest and 
one of the smallest squares and 
place them 5 n a row : 



o 


o 




O 



squares, say, ^'Point to all the 
squares that are the same size 
...now point to the square that 
is not the same size.^^ If the 
child again does nothing, or 
points to one of the large 
squares, pick up the smallest 
square and say, ^^This square 
does not belong in the group 
because it is small and the 
other squares are all large. 

3. If the child points to the small 
square, say, ''That square does 
not belong in this group be- 
cause it is small and the other 
squares are large. " 

4. Continue the game using other 
squares with three of the same 
size and one of a different 

5 I ^:e . 



Ask the child, ''Which square 
does not belong in this group?" 

2. If the child does nothing, or 
points to. one of the large 



5. The game can be played using 

three squares of the same color 
and one of a different color. 
Follow the same directions as 
above. 
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STACKING SQUARES 



NAME 

















GAME 1 
















HOW MANY 

T IMES DID CH 1 LD 

PLAY GAME? 
















DID CH 1 LD 
ENJOY GAME? 
















WAS CH 1 LD ABLE 
TO MATCH SAME 
SIZE SQUARES? 
















COMMENT 
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STACKING SQUARES 



CH 1 LD 'S 
NAME 
















GAME 1 1 
















HOW MANY TIMES 
DID CH 1 LD PLAY 
GAME? 
















DID CHILD 
ENJOY GAME? 
















WAS CH 1 LD ABLE 
TO MATCH SAME 
COLOR? 
















LI ST COLORS 

CH 1 LD WAS UNABLE 

TO MATCH: 
















COMMENT 
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STACKING SQUARES 



CH 1 LD'S 
NAME 
















GAME 1 1 1 

















HOW MANY TIMES 
DID CH 1 LD PLAY 
GAME? 
















DID CH 1 LD 
ENJOY GAME? 
















COULD CH 1 LD 
CHOOSE WHICH 
SQUARE DID NOT 
BELONG IN GROUP? 
















COMMENT . 
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Activity 6 



Fifth Week 

!• Read the learning episodes and 
view the filmstrips and audio 
tapes for Wooden Table Blocks, 
Game I , II and III. 

2. Practice the games with an 

adult until you are comfortable. 

3 • Set up the game, 

A. Write the children's names on 
the form and answer the ques- 
tions. Check the forms each 
day to see which children may 
be ready for Game I I and III* 

5. Play the g.ame for 20 minutes 
each day. 

6. A suggestion for concept forma- 
tion area: take a piece of paper 
at least five feet long and wide 
enough to write several names 
across. Use this to measure 
the children. Write the name 

of each child next to his 
height. Use the opportunity to 
talk about tallest, shortest, 
same size, taller, shorter. 
"Who is shorter than John?" 
"Who is taller than John?" etc. 



7. Leave the toy in the classroom 
at the end of the week; remove 
the Fee I y Bag game. 

8. Practice using exact words to 
give instructions. 

Use Exact Words to Give 
I nst ruct Ions 

You should try to say exactly what 
you want the child to do. Don't 
just give hints. Be sure tfie child 
knows clearly what you expect. 
Don't use words that could be 
understood in several different 
ways. Here are some ideas: 

Say: "Xeep the paper on the 
table. " 

Instead of: "We don't put paper 
in our mouths, do we?" 

Say: "You have some blocks* 
You keep these blocks and 
let him use the others. " 

Instead of: "Wouldn't you like 
to share your blocks with 
him?" 

Say: is time to go inside." 

Instead of: "Don't you thing it 
is time to go in now?" 
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Wooden Table Blocks Game I 



EQUIPMENT: One box of Wooden 
Table Blocks including ten sizes 
of blocks of units 1 to 10. The 
largest block Is ten times as tall 
as the smallest* The other blocks 
are the unil's between one and ten. 

PURPOSE: To help the child learn 
two size relationships. ..tallest 
and shortest. 

Specific Instructions: 

1. Say to the child, ^^Would you 
like to play a game with the 
btooks?^^ Put one each of the 
blocks (1-10) in front of you 
to start the game. Put aside 
the other b I ocks. 

2, Take blocks of sizes ), 5, 10 
and stand them on the floor or 
table in front of ^he child. 
Ask, "Which block is the 
tallest?" 

5, If the child points to a block 
that is not the tallest, say, 
"you have picked the middle- 



sized block (or the shortest 
block). Find a block that is 
the tallest." If the chi Id 
s i' i I I does not choose the 
•|-allost block, say, "You have 
picked the shortest block (or 
middle-sized block). This 
block is the tallest"- (pointing 
to the ta I I est 10 b I ock) . 

4. Change the blocks to lengths 
2, 6, 9. Say, "Find the block 
that^ is the shortest." If he 
chooses the shortest, tell hin^i 
"That block is the shortest." 
If he picks one that is no^ the 
shortest, say, "You have picked 
the middle-sipped (or the tal I- 
est) block. This block is the 
shortest" (pointing to the 
shortest b I ock) . 

5. Continue to change the blocks 
so that the child is working 
with different lengths. To 
make the game more difficult, 
use blocks that are closer in 
length, such as lengths 6, 7, 
and 8 . 



^ ^ / /M e BE 
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Wooden Table Blocks Game II 



EQUIPMENT: One box of Wooden 
Table Blocks, including ten sizes 
of blocks of units 1 to 10. The 
largest block is ten times as tall 
as the smallest. The other blocks 
are the units between one and ten. 

PURPOSE: To help the child learn 
size r e I at i onsh i ps . • • ta I I e r and 
s ho rt e r . 



Specific Instructions: 

!• After the child has played Game 
I several times or seems bored, 
beg i n Game I I . 

2. Place one each of blocks 1-10 on 
the floor in front of the child. 



Pick up the 3 block and say, 
''Find a block that is taller 
that this block." Hand the 
child the 3 block. 

3. If the child chooses a block 
that is taller, say, "This 
block (point to the one he has 
chosen) 7's taller than this 
one?'' (point to the 3 block). 

4. Pick up another block (for ex- 
ample, the 5) and say, "Now 
find a block that is shorter 
than this block* " 

5. Continue the game until the 
child understands the meanings 
of "taller" and "shorter," or 
no longer wishes to play. 



Wooden Table Blocks Game III 



EQUIPMENT: One box of Wooden Table 
Blocks, including ten sizes of 
blocks of units 1 to 10, The 
largest block is ten times as tall 
as the smallest. The other blocks 
are the units between one and ten. 

PURPOSE: To help the child learn 
size relationships. 

Specific Instructions: 

1. This game should be played with 
the child after he has completed 
Game I and II. 

2. Place al I the blocks beside you 
to begin the game . 

3. Place two 3 blocks, a 1, and 5 
block in front of the child. 
Hand him one of the 3 blocks 
and say, ^'Find a block that is 



the same size as this one. " 
If he points to the same size 
block (a 3 block), say, "These 
two blocks are the same size. " 

4, If he points to a different 
size block, say, "You have 
picked a taller (or shorter, 
as the case may be) block. 

Find one that is the same size. " 

5. Change the blocks to one 2 , one 
6, and two 4 blocks. Continue 
the game as in the instructions 
above. The game may be made 

mo re difficult by choosing 
blocks that are closer together 
in length (for example, 4, 5, 
and 6 b I oc ks) . 



Note: There are no" duplicate blocks 
in si zes 7, 8, 9, and 1 0. 
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TABLE BLOCKS 



CHILD'S 
NAME 
















GAME 1 
















HOW MANY TIMES 
DID CH 1 LD PLAY 
GAME? 
















DID CH 1 LD 
ENJOY GAME? 
















DID CH 1 LD KNOW 

tallest: 
















DID CH 1 LD KNOW 
SHORTEST? 
















COMMENT 
















GAME 1 1 
















HOW MANY TIMES 
DID CH 1 LD PLAY 
GAME? 
















DID CH 1 LD 
ENJOY GAME? 
















DID CH 1 LD KNOW 
. TALLER? 
















DID CH 1 LD KNOW 
SHORTER? 
















COMMENT 

















30 PART I 



39 

erJc 



TABLE BLOCKS 



CHILD'S 
NAME 
















GAME 1 1 1 
















HOW MANY TIMES 
DID CH 1 LD PLAY 
GAME? 
















DID CH 1 LD 
ENJOY GAME? 
















DID CH 1 LD KNOW 
SAME SIZE? 
















COMMENT 
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Activity 7 



S i xth Week 

K Read the learning episodes and 
look at films trip and audio 
tape for Number Puzzle Game \ 
and 1 I « 

2. Pracrice the two games with an 
adult, 

3. Set up the game at the activity 
table. 



4. 



5. 



Write the children's names" on 
the form when they decide to 
play the game. 



Play the 
each day 
c h i I d ren 
go on to 



game for 20 minutes 

Check each day for 
who may be ready to 
Game I I . 



Suggestions for concept forma- 
tion area: Cut out numerals 
from 1 to 10 and pin them to 
the board with the corresponding 
number of dots nest to each 
numeral. 



1 

2 
3 
4 
5 



6 •••••• 

8 
9 
10 



Or make a number 
1 0" X 1 " p i ece of 



i ne with a 
paper. Remem- 



/ z 3 ^/ ^ 6 7 3 9/0\ 
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ber, once the concept formation 
a re a ii. arranged, fi'-td ODpcr- 
tunities to talk about the c^--- 
play. There will be othe^ 
times in the class room to talk 
about numbers. "Harold, there 
are two children painting now. 
When one is finished, you ma/ 
have a turn." 

7. At the end of the week, leave 
the Number Puzzle in the room 
and remove Stacking Squares. 

8. Practice using positive com- 
ments. Using positive comments 
shows approval of a specific' 
thing or ac t . 

Say: "Lisa^, thank ijou for bring- 
ing the juice to the table. " 

In stead of: "Lisa is a good 
girl." 

Say: ^'Henry^ your picture is 
very attractive. Will yon 
tell me about it?" 

Instead of: "Henry is the best 
a rt i st in the class." 

Say: "Riar-t^ Max^ 2 plus 2 is 
4. " 

Instead of: "Max, you are a very 
smart I i tt I e boy. " 

Say: "Yvonne^ your green blouse 

is very pretty, " 
Instead of: "Yvonne is so 

pretty." 
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Number Puzzle Game I 



EQUIPMENT: One Number Puzzle with 
complete set of red pegs. 

PURPOSE: To help the child learn 
to match numerals with the number 
quantities they represent. 



Specific Instructions: 

1. Pick up the section 1 of the 
puzzle and say, "This is the 
numeral 1 (point to the numeral ) 
m»mLet's count how riany pegs 
there are.^.2." Put in the peg 



as you count, 

2. Now pick up the section 2 and 
say, "This is the numeral 2 
(point to the numeral). Let^s 
count the pegs • , , 1 . . . 2 , " Do 
not worry if the child does not 
count along v/ith you. Continue 
counting until you have counted 
and put the pegs in al I ten 
sections of the puzzle. 

3. After the child has played this 
game several times or becomes 
bored, go on to Game II. 







2] 






> ^ 






0 



Number Puzzle Game II 



EQUIPMENT: One Number Puzzle with 
complete set of red pegs, 

PURPOSE: To help the child learn 
to count in sequence. 

Specific Instructions: 

1, To begin, pick-up the section 1 
of the puzzle and say, "This is 
the numeral 1 and there is 1 
peg. Which numeral comes next?" 



If the child selects the wrong 
numeral, pick up section 2 and 
say , "The numeral 2 comes next. 
Let's couyit the pegs. . .lo . .2." 

2. If the child selects section 
2, say, "The numeral 2 comes 
next* Let 's count the pegs. " 

3. Continue the game in this way ; 
until all ten sections of the 
puzzle have been put together, 
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NUMBER PUZZLE 



CH 1 LD' S 
NAME 
















GAME 1 
















HOW MANY TIMES 
n 1 n PH 1 1 n 

PLAY GAME? 

















DID PH 1 I D 
ENJOY GAME? 
















DID CH 1 LD 
COUNT ALONG? 
















L 1 ST NUMBERS 
CH 1 LD KNEW : 
















POMMF NT 

















f^AMF 1 1 
















HOW MANY » 1 ME 5 
DID CH 1 LD 

PI AY n AMr ? 
















DID CH 1 LD 

F NJ ! n Y P A ^/ P ? 
















LIST NUMBERS 
CH 1 LD PUT 
TOGETHER: 
















DID CH 1 LD 
COUNT PEGS? 
















COMMENT 
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Activity 8 



Seventh Week 

1. Read the learning episodes and 
view the filmstrips and audio 
tapes for Color Blocks Game I, 
II, and 111.^ 

2. Practice the game w i t,h another 
adult before Introducing It to 
t he c I a ss . 

3. Set up the game at the table. 
Start w I th Game I . 

4. Write the names of children who 
come to play and answer the 
questions on the form for Color 
B 1 oc ks . 

5. Play the game for 20 minutes 
each day, checking to see which 
children are ready for Game II 
and III. 

6. During the week, concentrate on 
discussing positions, e.g., 
under, over, beside, in front 
of. .."May Is standing In front 
of Mike." 



7. Arrange the concept formation 
area with a pattern similar to 
the one In Game I I , 

8. At the end of the week, leave 
the Bead-O-Graph In the class- 
room and remove Wooden Table 

B I ocks. 

9. Practice using children's names. 
When speaking to a child in the 
classroom, make a point of using 
his name. Using a child's name 
helps him develop a good image 
of himself, and he gets pleasure 
and satis faction f rom hearing 
his name. 

Say: "Nanay^ please put your 

Qoat on. We^re going outside. 
Instead of: "Put your coat on." 

Say: ''Mary and Florence^ please 
walk in the classroom^ " 

Instead of: "You two children 
stop running." 

Say: ''Robin^ do you want juice?'' 
Instead of: *'Do you want juice?" 



To play the Color Blocks game you use materials from the toy 
called Bead-O-Graph. Select 16 color blocks (four red^ four 
bluey four yellow^ four green) from the assortment in the box. 
Do not use the other pieces from the set for these games. 
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Color Blocks Game I 



EQUIPMENT: One set of 16 Color 
Blocks, four each of four differ- 
ent CO 1 or s . A box . 

PURPOSE: To help the child learn 
pes i t i ona I words . 

Specific Instructions: 

1. Place a box top (right side up) 
in front of the child and hand 
him one red block. Say, "Put 
the red block on top of the 
box. 

2. If he puts it in a different 
place, such as behind the box, 
say, "yoK have put the block 
behind the box. Now put it on 
top of the box. " 

3. When he puts it on top of the 
box, say, "You have put the 
block on top of the box. Now 
put the block under the box." 

4. Continue the game as above us- 
ing the follov/ing directions: 

a. "Put the block behind you" 



or "Put the block in back 
o f y o u . " 

b. "Put the block in front of 
you . " 

c. Place the block again on 
top of the box. Then say, 
"Take the block off the 
box." 

d. "Put the block underneath 
the box." 

e. Lift the box top and turn it 
upside down. Then say, "Put 
the block in the box." 

f. "Now take the block out of 
the box and put it at the 
side of the box." 

g. Take two blue blocks and 
place them a few inches 
apart. Then say, "Put your 
red block between the two 
blue b locks." 

h. Reinforce with other activ- 
ities using positional words, 
e.g., "Beth, stand behind Joe 




"^The 16 blocks are selected from a much larger number packed in 
the Bead-O-Graph box. Select four red^ four blue y four green^ 
and four yellow blocks. Do not choose ayiij round beads. 
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Color Blocks Game II 



EQUIPMENT: One set of 16 Color 
Blocks, four each of four different 
colors.^ 

PURPOSE: To help the child see and 
reproduce a pattern. 



If the child is not able to 
copy the pattern, say, "First/ 
put down one green block... then 
one red block. . .then one blue 
block... Now put down one areen 
block..." 



Specific Instructions; 



1 



To begin the game, say, "I'm 
going to put the blocks in a 
special kind of rowj watch. " 
Place the blocks in a pattern 
I i ke t h i s : 



4. If the child 
the p atte rn , 
like this: 



is able to copy 
make another one 



red 


green 


red 


green 


yellow 


blue 


yellow 


blue 



1 green 


red 


blue 


green 


red 


blue 



Say to your child, "Now you put 
the blocks in a row so they 
look like these blocks? (point- 
ing to the pattern you have 
made) . 



and say to the child, "Put the 
blocks in a row so that they 
look like these blocks." 

Continue the game, changing the 
patterns until the child can 
easily reproduce the patterns 
that you make. 



The 16 blocks are selected from a much larger number packed in 
the Bead-O-Graph box. Select four red, four blue, four green 
and four yellow blocks. Do not choose any round beads. 
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Color Blocks Game III 



EQUIPMENT: One set of 15 Color 
Blocks, four each of four dif- 
ferent colors.^ 

PURPOSE: To help the child learn 
and to give him experience In 
extending a pattern. 

Spec i f i c I nst ruct i on s : 

1. I f he wants to, allow the 
child to play with blocks for 
five ml nutes . 

2. Take the blocks and say, 
''Witch while I put the blocks 
i. X special kind of row. " 
MaKe a pattern like this: 



yellow 


red 


ye»ow 


red 


yellow 



3. Then say, "What color block 
comes next in this kind of 
row?" If the child chooses 
a block other than a red one, 
say, "First there is a yellow 
blocks next a red blocks then 
another yellow block arid a red 
one^ and then a yellow one; 
the next block should be redo " 
Hand the child a red block 
to pui" down; then ask, "Now 



what block comes next?" If 
the child Is still unable to 
extend the pattern, go back 
to Game II and wait a day or 
so before you plan Game I I I 
again. 

4. If the child makes a correct 
response (he chooses a red 
block), say, "Yes^ a red block 

. comes next; what color block 
comes after the red block?" 

5. Make a pattern like this: 



red 


blue 


red 


green 


yellow 


green 



Ask the child, "What color 
block goes here (pointing to 
the top row of blocks), and 
what color goes here? (point- 
ing to the lower three blocks) 
If he chooses blue for the top 
row and yel low for the bottom, 
ask, "What color comes next ? " 

6. Continue playing the game, 

changing the pattern and 

allowing the child to extend 
It. 



^^'^e ^6 blocks are selected from a much larger number packed ^n 
the Bead-O-Graph box. Select four red, four blue four green, 
and four yellow blocks. Do not choose any round beads. 
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COLOR BLOCKS ( BE AD-O-GRAPH ) 



CH 1 LD'S 
NAME 
















GAME 1 
















HOW MANY 
TIMES DID 
CH 1 LD PLAY 
GAME? ^ 
















DID CH I LD 
ENJOY GAME? 
















L I ST 

POS IT 1 ONS 
CH I LD DID 
NOT KNOW: 
















COMMENT 
















GAME t 1 
















HOW MANY ■ 
TIMES DID 
CHI LD PLAY 
GAME? 
















DID CH 1 LD 
ENJOY GAME? 
















COULD CH 1 LD 

REPRODUCE 

PATTERN? 
















COMMENT 
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COLOR BLOCKS ( BE AD-O-GRAPH ) 



CH 1 LD • S 
MA ME 
















GAME 1 1 1 
















HOW MANY 
TIMES DID 
CH 1 LD PLAY 

A 1^1 1 : 
















DID CH I LD 
ENJOY GAME? 
















COULD CH 1 LD 

EXTEND 

PATTERN? 
















COMMENT 
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Activity 9 



Finhth Week 

1. Read the learning episodes for 
al I three Flannel Board ganes 
and look at. the fllmstrips and 
audio tapes . 

A. Practice the games with another* 
adult. 

3. Set up the game In the class- 
room at the activity table. 

^. As the children come to play, 
record their names and answer 
the questions of the form. 

5. Play the games for 20 minutes 
each day. The children will 
proDably be able to move from 
one game to another easily. 
For those who can't, ptay with 
Game i . 

6. Arrange a concept formation 
area. Ube objects other than 
the shapes used In the Flannel 



Board games. For exanp 



use 



two black dogs and one brown; 
three yellow chicks and one white. 
Print across the board, "Which one 
does not belong with the others?** 
Answer questions that the children 
ask about tne beared. 

K Leave Flannel Board and felt 
shapes In classroom. Remove 
the Number Puzzle. 

L Pr- act ice using spontaneous 
learning opportunities. (See 
Overview on page 2.) Concen- 
trate on one center a day. 
Start with the art center, 
what Is the purpose of an art 
area? What are some .of the 
skills and concepts to be learn- 
ed? Then as you work- with the 
children In this area, you will 
be able to capitalize on learn- 
Ing possibilities. A child Is 
painting. She has red paint and 
white paint. If the two colors 
run together, you may say, 
"r7loria, the red and white paint 
mixed make pink paint. 
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Flannel Board Game I 



EOUIPMENT: One flannel board anj 
36 small color shapes rnade of woocj- 
circles, squares anatrianqles. 
There are two sizes of each shape. 
There are three colors of each 
size--red, yeilov., and blue. 



PURPOSE: To help the child learn 
same and not the s^vne in regard 
to shape, size, and color, and to 
discover which item is not part 
a given concept. 



o 



S pec i f I c 



n*st r-uct i on s : 



1. Place the flannel board and 
shapes on the t a b i e . 



2 . Remo ve all 



T n e 



shapes f r om the 



flannel board, and put fhe^^ next 
to you. Place two I a rye red 
t r i a n 9 I 9 s and one I a r" e ^ e-J. 
circle on the board. 




Gay to the c h i I d , "Fz.n<i a shape 
that doesn^t belong with the 
other shapes.** If the child 
points to the circle, say, **The 

cipole is not the sane shape as 
the-?, tvi anale s . " 



If the 
ale or* 
po i 



child points to a triar. • 
doesn't answer at all. 



o A- 



1 ii d say. 



tt 



to one of the i' r i a n g I e s 
^'Foint to a shape that 
ame as this shape. " I f 



fh^: child points to the other 
triangle, say, **The triangles 
are the sane. IJow point to the 
shave that is not the same as 
t h e t r i- a n gles . If he n o w 
points lo the circle, say, '^The 
oirale doesn belong with the 
t rian j li?s , I v is not t h e s a m e 
s h a V t5 . " 

5. Then put two shapes of the same 
:^\ze, color and shape, and one 
of i hi same size and color but 
01 different shape ( t wo small 
ye Mow sq-uares and one sma M 
ye I i ow c i rc I e ) an d a s k the 
c[)ild, "Whioh shape doesn^t he- 
t jfi q L? i t h t h e o t h e r s ha pe s ? " 



T hen : ) o n 



h a n^. e 
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Flannel Board Game II 



EQUIPMENT: One flannel board and 
36 smal I color shapes made of 
wood --C i rc I e s , squares, and 
triangles. 



PURPOSE: To help the child learn 
same and not the same in regard 
to size and to discover which item 
is not part of a given concept. 



Specific Instructions: 



1 



Put a set of blue circles on 
the flannel board like this: 
(two large, one sma I 1 ) 




Say to the child, ''Point to the 
circle that doesn^t belong with 
the other circles. " 

2. If he points to the smaller 



circle, say, "The small circle 
is not the same size as the 
large circles . '' 

If the child points to one of 
the large circles or does not 
answer at all, you should point 
to one of the large circles and 
say, ''Point to the circle that 
is the same size as this one. " 

If he points to a large circle, 
say, "The large circles are the 
same size. Now point to the 
circle that is not the same as 
the other circles." 

If he points to the small cir- 
cle, say, "The small circle 
doesn^t belong with the large 
shapes. It is not the same 
size. " 

Change the shapes so that there 
are two of the same shape, color 
and size, and one of the same 
shape, color but adifferent 
size (two small red triangles 
and one large red triangle). 

Go to Game III. 
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Flannel Board Game III 



EQUIPMENT: One flannel board and 
56 small color shapes made of 
wood--c i rc I es , squares and 
triangles. 

PURPOSE: To help the child learn 
which colors are the same and 
v^hich are not the same and which 
item is not parr of a given set. 



It is not the same color. 

2. Then arrange two small red tri- 
angles and one sma I I ye I low 
triangle I I ke th i 5 : 




Specific Instructions: 

1. Place two small yellow squares 
and one small '"ed square on the 
flannel boa r d . 



ye I low 



red 



ye 1 low 



Say to the child, ''Point to the 
triangle that doesn 't belong 
with the other triangles." If 
the child points to the yellow 
triangle, say, "The yellow tri^ 
angle doesn't belong with the 
red triangles . It is not the 
same co lor. " 



Say to the child, "Point to the 
square that doesn't belong with 
the other squares." If the 
child points to the red square, 
say, "The red square is 'not the 
same as the yellow squares." 
If the child points to a small 
yellow square, you point to the 
other ye I low square and say, 
"Point to the square that is 
the same as this square." 

If the child points tc the other 
yellow square, say, "The yellow 
squares are the same. How point 
to the square that is not the 
same as the yellow squares." 
If he points to the red square, 
say, "The red square doesn't 
belong with the yellow squares. 



5. If the child points to a small 
red triangle, point to the othe 
red triangle and say, "Point to 
a triangle that is the same as 
this triangle." if the child 
points to the other red trian- 
gle, say, "The red triangles 
are the same color. -How point 
to the triangle that doesyi't 
belong with the red triangles. " 
If he points to the yellow tri- 
angle,' say, "The yellow triangl 
doesn_'t belong with the red tri 
angle. It is not the same 
color, " 

4. Continue the game, choosing 
shapes until the child under- 
stands Items that do not belong 
In a set, or until he no longer 
wants to p I ay . 
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FLANNEL BOARD 



CH t LD ' S 
NAME 
















GAME t 
















HOW MANY T IMES 
Dt D CH 1 LD PLAY 
GAME? 
















DID CHI LD 
ENJOY GAME? 
















WAS CHI LD ABLE 
TO SELECT WHICH 
DIDN'T BELONG 
ACCORDING TO 
SHAPE? 
















LOvAM E N 1 
















GAME 11 
















HOW MANY TIMES 
DID CHI LD PLAY 
GAME? 
















DID CH t LD 
ENJOY GAME? 
















WAS CHILD ABLE 
TO SELECT WHICH 
DIDN'T BELONG 
ACCORD ING TO 
SIZE? 
















COMMENT 
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FLAMNIFL BOARD 



CHILD'S 
NAME 



GAME I I I 



HOW MANY TIMES 
DID CM I LD PLAY 
GAME? 



DID CH I LD 
ENJOY GAME? 



WAS CH I LD ABLE 
TO SELECT WH I CH 
DIDN»T BELONG 
ACCORDING TO 
COLOR? 



COMM-ENT 



At the end of eight v/eeks, you 
Kave completed the first cycle of 
the 'Corning unif. Then you should 
plan to go back to the first game 
(Sound Cans) and repeat the pro- 
cess. You should note v/hether or 
not you feel comfortable v/ith the 
learning episodes, and whether or 
not the children can do more than 
they ^::ould the -first time. V/ith 
some of the games, more than one 
child can play at a time. if you 
feel comfortable, involve more 

4e) PART I 



children at one time. 



ADDITIONAL LEARNING EPISODES 

On the following pages we have in- 
cluded seme additional learning ep 
isodes ^or Color Lotto, the Stack- 
ing Squares, and the Table Blocks. 
These e p i sod es a re more difficult, 
but some of the children v/i I 1 be 
ready i'oplay them. 
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Color Lotto Game III 



EQUIPMENT: Color lotto board and 
two sets of squares. 

PURPOSE: To reinforce color names 
and give practice in memory.' 

Specific Instructions: 

Play this game with two or three 
c h i I d ren . 

1. .Place the lotto board on the 

table. Say to the children, 
**Look at the ooloved shapes on 
the board.,. Now I'm going 
to cover them all. " 

2. Take a set of the color squares 
and cover each square on the 
lotto board so no color shows; 
keep the other set in front of 
you . 

3. As you cover the squares on the 
board, say to the children^ 
**Watch carefully so you will 



know where the colors are. " 

4. Then say, ''Sharon^ find the 
yellow square.*' Do not show 
the child the yellow square. 

5. If she remembers where the 
yellow square is, let her take 
it off the board and give her 
the yellow square that you kept 
in front of you. Say, ''Sharon^ 
you found the yellow square. 
Then say, '^Nickj you find the 
green square.** If the child 
does not remember where the 
green square is, say, **You 
found the red square. It 's 
Joan ' s turn. Joan^ find the 
orange square. " 

6- Remind the children to watch as 
the other chi Idren turn squares 
over and to remember where the 
CO I o rs a re . 

7. Continue the game until all the 
squares have been found. 
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stacking Squares Game IV 



EQUIPMENT: One Stacking Squares 
set. 

PURPOSE: To help the child see 
patterns and extend them. 



Spec if ic Instructions: 



1 



Take the red squares and stack 
them with the largest on the 
bottom and the smallest on top. 
Then place the largest yellow, 
gpeen and blue squares* on the 
floor or table and ask the 
child, ''Where do the other 
squares go: 



9 ft 



j: 



1 



2. If the child does nothing or 
places a square In the wrong 
place, say, "What goes here?" 
(pointing to the largest green 
square). If he does nothing, 
stack the green squares and ask 
aga I n. ( po I nt I ng to the largest 
blue square), "What goes here?" 
If the child does not under- 
stand, play another game dealing 
with pattern extension. 

3. When the child understands, say, 
"I am going to make a new pat- 
tern." Make a stack with the 
largest red square, a next 
largest blue square, a next to 



the smallest red square, and 
the smallest blue square. Start 
another stack with largest blue 
square on the bottom and the 
next tolargest red square on 
top of It and say, "What color 
square goes next?" 

4. If the child does not know, put 
on the next to the smallest blue 
square and then ask, "What color 
square goes on top?" 

5. If the child does complete the 
second stack, say, "Make the 
same kind of stack with the 
yellow and green squares." Give 
him as much time as he wants. 

If he makes a mistake, point 
to the red and blue stacks and 
say, "The largest square is on 
the bottom^ then the next to 
the largest is next^ the next 
to the smallest is next and the 
smallest is on top." If he 
still does not see the error, 
make one correct stack with 
green and yellow and say, "You 
make the last stack." (He can't 
be wrong unless he mixes up the 
sizes.) Say, "That's right, 
because you have a green square, 
then a yellow square, and anoth- 
er green square, and a yellow 
one. Do you wan t to play this 
game again?" If the answer is 
yes, change the combination of 
colors. 
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stacking Squares Game V 



EQUIPMENT: One Stacking Squares 
set . 

PURPOSE: To help a chl Id see 
patterns and extend them. 



Spec I f i c 
1 



Instructions 



Lay out the three largest red 
squares s i de-by-s i d e from the 
largest to the smallest. Have 
several other squares on the 
table, Including the smallest 
square; ask, '^Which square 
comes next 



2. If the child does nothing or 

does not understand the sequence 
you had In mind, lay out the 
smal lest red square: 



4. 



red 






red 


red 







and say, ^^The smallest red 
square belongs here. " 

3, Then lay out the three largest 
blue squares and say, ''Which 
square comes next?'' 




5, Then say to the child, "Line up 
the other squares in the same 
way. " 

6. After the child has lined up 
the squares from largest to the 
smallest using only one color, 
play the game using two colors. 
For example, line up the largest 
red square, the next largest 
yellow square, the next smallest 
red square, and ask, "Which 
square comes next?" 



If the child is right, say, 
"The smal lest blue square be- 
longs here* " 




If the child does not choose 
the smal lest yel low square, 
say, "Firsts there is the 
largest red square^ then the 
next largest yellow square^ 
then the next largest yellow 
square^ then the next smallest 
red square^ so the smallest 
yellow square comes next." 

Next, try a small yellow, larger 
blue, larger yellow, and ask the 
child, "Which comes next?" 




Ask the child 
a pattern for 



If he can start 
you to finish. 
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Wooden Table Blocks Game IV 



EQUIPMENT: One box of Wooden 
Table Blocks, including ten sizes 
of blocks numbered 1 to 10. The 
largest block is ten times as tali 
as the smallest. The other blocks 
are the units between one and ten. 

PURPOSE: To help the child learn 
the idea of equal to by using 
ideas he already has used (taller, 
s hor te r ) . 

Specific Instructions: 

1. Take one each of the 3, 5, 1, 
and 1 0 b i ocks and ail the 1 
blocks. Put them on the floor 
between the chi Id and you. 

2. Stand up the 3 block and say to 
the child, ^^Make a tower out of 
these blocks (all the 1s) that 
is as tall as this block^^ 

(the 3) . 

3. If the child builds his tower 
with three of the 1 blocks, 
say, ".It takes three of these 
blocks to make a tower as tall 
as this one block, " 

4. If the child does noi build with 
the 1 blocks so that they are 

as tall as the 3 , put the 3 
block next to the ones he has 
built and say, "Your blocks are 
shorter than this block. You 
need to add one more block to 
your tower to make it as tal I 
as this b I ock. " 

5. Continue the game using tal ler 
blocks (such as the 5, 7, and 
10) and asking the child to use 
the 1 blocks to build towers 
the same height as each of them. 



50 PART I • 

59. 



ERIC 



SECTION B 

Step-by-step Learning Outline 



1. You have already completed 
Section A of Using Toys a nd 
Games with Ch 1 I d ren and done 
each of the activities (1 
through 9) in your classroom. 
Be sure to play each of the 

20 games with children in your 
classroom, if you haven't al- 
ready done so. 

2. Read "Developing a Healthy 
Se I f -Concept" on this page. 
Explain these notions to tho 
teaching assistant in your 

c I a s s room . 

3. Read Section B and play each of 
the learning games with children 
in you r c I assroom. 

4. On pages. 87-88 of this section, 
read "How to Use Spec i M c Word s" 
and practice those behaviors in 
your classroom. Encourage your 
teaching assistant to begin 
using specific words also. 

5. Help the teaching assistant in 
your classroom as she learns to 
piay the same games with chil- 
dren. Be sure she can fill out 
the Observation Sheets so that 
information on each child is 
available readily for both of 
ycu. Discuss with her each 
child's accomplishments so that 
you mutually agree which skills 
and concepts wi I I need to be 
emphasized in coming weeks. 

6. Make your own observation chart 
for one of the "supplementary" 
toys. 

7. Get together some scrap mate- 
ria I s f a b r i c > boxes, Cc^rdboard, 



etc., and create your own 
"learning episode" to be used 
in the classroom. Ask your in- 
structor to evaluate the game 
you ' ve i n vented . 



Developing A Healthy Self-Concept 

The term "self-concept" is only 
a symbol, a useful shorthand nota- 
tion for summing up what a person 
feels about himself. We say a 
cfiild has a healthy self-concept, 
orself -image, when: 

1 . He ; i kes himself, his 
family, and his people. 

2. He bel ieves what he thinks, 
says, and does make a 

d i f f erence. 

3. He bel ieves he can be 
successful. 

4. He believes he can solve a 
variety of p rob I em s. 

5. He has a realistic estimate 
of his own abilities and 

I imitations. 

6. He expresses feelings of 
pleasure and enjoyment. 

V^hat Can We Do? 

First, in order to help a child 
have a more positive view of him- 
self, we must see him as he sees 
himself, not as we ant to see 
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him, and not as we want or think 
others see him. The child must 
be free to reveal himself and not 
try to be the person he thinks 
others will approve of. He must 
feel free and secure in saying 
"I do not know'^ or do not want 
to." When we provide an environ- 
ment which enables the child to 
explore, to spend the time he 
wishes at the tasks he enjoys, to 
express himself without threat, and 
to find materials of various levels 
of difficulty so that he can pick 
those which lead to success, we 
provide a climate in which he can 
reveal himself and get to know 
himself better. Hence, it is an 
environment for healthy growth. 
He becomes more and more autonomous 
as we provide broader opportunities 
for him to experience success. The 
taste of success is sweet; success 
begets success; and success leads 
to initiative. That is, the child 
tries his wings; he announces him- 
self as a "person," a "self" to the 
wo r I d . 

At this stage of development, he 
convinces himself that "I am some- 
body; I can make things happen." 
When a child moves through and out 
of this phase of development, he 
becomes productive. The productive 
child is the happy child. 

Most research indicates: 

the more favorably the child 
feels the teacher perceives 
him, the more favorably he 
perce i ves himself 

the more favorably the child 
feels the teacher perceives 
him, the better his academic 
ac h i eveme n t 

the more favorably the child 
feels the teacher perceives 



h im, the better 
behav i o r . . . 



his c I assroom 



Perceiving (leads to) Behaving 
(leads to ) Being 

The way a person views himself is 
almost whdl ly determined by the 
words and actions of others toward 
him. As he perceives the actions 
of others, he infers what others 
think of him, and comes to think 
of himself in the same terms. A 
child has not been exposed to 
enough situations to have developed 
a "feeling of self." His self- 
concept is still the one that "sig- 
nificant others" (parents, sib- 
lings, teachers, peers) have told 
him exists. It reflects the per- 
ceived expectations of others. 

Here are behaviors a teacher can 
observe in the children in her 
c I assroom : 

Curiosity 

Energy 

Interest in things outside 
the se I f 

Independent actions 

Good interaction with peers 

Expression of feel ings without 
resorting to tears or temper 

Respect for self 

Attempt to satisfy own needs 

Expression of realistic 
conf i dence 

Pride in self, possessions, 
and work products 
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F I ex i b t I I t y 

Desire to create instead of 
imitate 

Attempt to solve what Is 
undertaken 

Expression of satisfaction 
with self or work 

Task attention without 
continual supervision 

Credit taking, when due, 
without embarrassment 

Not devastated by failure 

Below are listed behavioral symp- 
toms of an unhealthy se I f -concept . 
The presence of one or several 
indicators does not necessarily 
imply that an unhealthy self- 
concept does exist. It means only 
that the teacher should look more 
carefully at the child in terms of 
self-concept. Conversely, absence 
of these behaviors does not irDply 
that one has a healthy se I f -concept : 

Depreciation of self, belong- 
•ings, or work products 

Denial of responsibility for 
actions 

Frequent crying, or other 
evidence of extreme shifts of 
emo t i on 

Anxiety symptoms, I ike stomach 
aches 

Often a discipline problem 

Overly. upset by failure 

Dependency signs, like wanting 
to be near the teacher more 
t ha n u s u a I 



Tasks are chosen which are 
consistently too easy or too 
difficult 

Failure to participate, except 
when urged 

Poor performance in front of 
others 

Boastful of self, critical of 
oi'he r s ; s how i ng off 

Extreme conform ity 

F'requent shyness, distance, 
a w k w a r d n e s s 

Slow to initiate conversation 

Personality is the motivating and 
selecting factor in learning, be- 
cause it influences retention and 
uti I ization of^ information. We 
want to send into the world a child 
who has a wide range of experience 
and who is able to use what he has 
learned. And in any learning sit- 
uation we want all of the child^s 
previous experience operating that 
will help him assimilate the new 
experience. But if he brings with 
him, from past learning-, inappro- 
priately negat i ve f ee I i ngs, then 
he may shut out those things that 
cause pain. If he has had to 
stutter through a reading passage, 
he will avoid recalling the words 
that were corrected. Consciously 
or unconsciously, he will "tune 
out'' that part of his life. Simi- 
larly, if he brings with him n eg ac- 
tive emotional affect, then parts 
of the new experience may be shut 
out, and learning, if it takes 
place at all, will be minimal and 
d i sto rt ed . 

To create the cl imate for growth 
and change, we need to provide 
the raw material of respect, I i k- 
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ing, experiences of success, and 
a threat-free environment. Then 
every child can use his senses, 
percept Ions ■ and judgment as the 
tools for interacting with the 
things and people around him. 



Toys as Learning Tools 

One of the objectives of this 
learning program, as with any 
educational program. Is to further 
the intellectual development In 
children. ..The other objective Is 
the development of a healthy self- 
concept. We feel the two cannot be 
treated separately In the Respon- 
sive Program. 

You, as a teacher, must be con- 
cerned with the Intellectual 
growth and deveiopmenh of chil- 
dren so It seems Important that 
you consider how toys can be used 
as tools to reach this goal. 

First, what Is meant by Intellec- 
tual growth and development? We 
feel Intellectual growth Is a 
process of learning how to solve 
problems. Or of ^Mearnlng how to 
learn." Learning specific bits of 
information is not necessarily 
intellectual growth. For example. 
Color Lotto is designed to teach 
color. If the child learns to re- 
late the color red only to the 
lotto board, this Information is 
useless. However, If in the pro- 
cess of learning the color red on 
the lotto board, he generalizes 
to other objects that are red and 
Is able to use the information in 
a meaningful way, you are seeing 
Intellectual growth. You can say 
to him, "John, put on your red 
sweater." He can problem-solve. 



or eliminate sweaters that are not 
red, to select the red sweater. 

How can toys be used to further 
intellectual growth? Many teachers 
and pa rents think that in order for 
children to learn, the children 
must work. Many feel that play is 
not the way to learn. 

But we feel that play can be a 
constructive and creative way for 
children to learn; or, if you 
wlll--play is children's work. 

Notice children when they are 
playing. They are learning. How 
do children learn to talk (prob- 
ably the most difficult skill 
anyone ever learns) and walk? Was 
It work? WeWe watched children 
learning to walk, falling down, 
getting up, and having fun doing 
It. Yet they were learning. 

What we are suggesting Is that 
children should and can enjoy 
learning from toys and games. 
When you select games and toys to 
use with young children, ask these 
threequestlons; 

1. Does the child enjoy playing 
with the toy? 

2. What does he learn from the 
toy? 

3. Is the toy safe and durable? 

In the Responsive Prog ram, toys and 
games are used to help develop com- 
petency In three areas that we feel 
are essential to intellectual de- 
velopment. 

1 . The senses and perception 
Everything one has learned 
and everything one wll I ever 
learn comes through the 
senses. 
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2 . Concept informat i on 

One needs to be able to form 
ideas about information re- 
ceived through sense. 

3 . Language ab i I i ty 
Language is the tool of 
thought. One needs ade- 
quate language to express 
impressions of the world ar. 
he perceives it. 

Intellectual development is 
just one aspect of the value 
of toys and play. For exam- 



ple, dolls can be very im- 
portant for self-image and 
role playing. Bicycles are 
important for coordination 
and muscle development. 

When you next select a toy for 
your classroom, it should be more 
than something just to keep chil- 
dren busy or just to "have fun" 
with. Instead it should be chosen 
more with the feeling that "this 
toy can be an important learning 
tool ." 
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The Geo-Hop Game 



Purpose: To 
Ident i f y and 
the child added 
counting. 



help child learn to 
name shapes. Gi ves 
p ra ct i ce in 



Enthusiastic involvement in this 
s ha pe s -r ecog n i t i on game Is easy to 
achieve because the game is played 
in the children's natural, active 
style. As they play the game, the 
children learn to differentiate 
among shapes and to name each one. 
At the same time, they practice 
counting In a very practical way 
as they count each shape Into 
which they Jump, 

Back In the classroom, as you talk 
about the outsIde-time activities. 
It Is a good idea to raise ques- 



How to Play 

I. Outside on the playground, draw 
three or four large replicas of 
each of the shapes on the block. 
Space them several feet apart. 

II. Each child (In groups of six 
to ten) then takes a turn rol- 
ling the block and seeing what 
shape turns up. 

III. The player then must jump on 
all the shapes that are the 
same as the shape on the 
block. (Some children may 
need help from you or the rest 

of the group In locating th e 

shapes they may have missed.) 
"How many triangles did you 



tions which Immediately reinforce 
the game's shape experience: "Who 
remembers how many corners a 
square has? Which shape has only 
three sides? What Is the name of 
the round shape?" 

Preparation: A variation on the 
traditional game of hopscotch, 
this one involves geometric shapes 
instead of numbers. You will need 
one three-inch-square block (the 
kind with" rounded edges Is best 
for rolling purposes). With col- 
ored felt-tip pens or with oil- 
base paints, draw the shapes 
(circle, square, triangle, rectan- 
gle, diamond, and eclipse or oval) 
on the sides of the block. 





jump on altogether, Richard?" 
(Ask child to count as he 
jumps.) "Does anyone see a 
circle that Melissa missed?" 
"How many squares do we have? 
How many rectangles?" 



Note: Some children may not be 
familiar with diamonds or ovals. 
When you talk about the shapes or 
when you ask them to count how 
many are drawn on the ground, be 
sure to point to the appropriate 
side of the block. After some 
discussion and a few jumps, the 
children will remember the shapes. 
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My Dog "Sunshine'' - A Sign Language Game 



Purpose: To help child associate 
words with actions and to use con- 
text clues. 

Activity: Tell a story leaving 
out certain words. Use sign lan- 
guage to g>/e the meaning of the 
missing words and let the child 
fill in the missing words. 



Story 



My dog "Sunshine" walked 
the bridge 



She ran the h \ \ \ 



Language Activity - Talk-a-Lotto 



Purpose: To help children learn 
to Identify and classify objects. 

The name of this game suggests 
what should be emphas I 2ec— - I ots of 
talking. Most conventional lottos 
concentrate on ca tego r i ;: i ng objects 
and images rather than on con- 
versation. Children perceive 
visually the relationship of one 
picture (or one object) to another. 
Learning to Identify and classify 
these pictorial Images on the 
basis of similarities and differ- 
ences is an Important reading 
activity. But In Ta I k-a - Lo t t o , 
your object should be to stimulate 
discussion about the pictures. 

When you ask the children to talk 
about the various elements In a 
lotto picture, you need not insist 



The story continues; under the 
fence, up the hill, around the 
block, etc . 

Variation: Play the same game, 
leaving out action words (e.g., 
walk, run, skip, jump, hop). Act 
out the word you are leaving out 
for the child to guess. 



Mot I on 



Make ove r action with your hand. 



Make down action with your hand. 



on comph^l ■ accuracy. Partici- 
pating Ii; ^alk-a-Lotto invites the 
child to discover the nature and 
value of description as a means of 
communication. 



The Cards 

Several versions of the lotto game 
a re available commercially, but 
It's more fun and often more use- 
ful to make your own. The selec- 
tion of pictures Is the key to the 
game's value. Gather or draw a 
gallery of "position cards"--plc- 
tures Illustrating the placement 
of an object. The children can 
help collect magazine pictures, 
photos, feathers, buttons, etc. 
All sorts of things that can be 
glued onto cards, to free you from 
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the standard lotto images. You 
will need two of everything, A 
good size for the game board Is 
10" X.12" with six equal divisions. 
The small cards are 4" x 5/' 



How to Play 

I. Give each player his own game 
board. Every chlld^s board 
should have a different combina- 
tion of pictures. 

II. One child is selected to be 
the leader. It is his job to 
hold up the individual pic- 
ture cards. (You can be the 
leader to start the game off.) 

III. Begin the game with the leader 
holding up one picture card 
from the deck. If a player 
sees that it matches one of 
the pictures on his game 




board, he claims it and puts 
it In place on his board. 

IV. At this point, In stead of 
going right on to the next 
picture, elicit some descrip- 
tive commentary: '^What^s 
happening to the ball?" "Where 
Is the bluebird?" "What is he 
doing?" 

V. During the conversation direct 
attention to as many position 
words as possible, such as up, 
down, in, over, under, around, 
and through. 

Examples: 

1. "cat walking around the corner" 

2. "balloon floating u£ in the 
air" 

3. "fish under the water" 
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Tips on Talking with Young Children 
(or with adults--the art of conver- 
sation remains the same) 

1. Keep it natura I -~don ' t talk the 
child to death. Too much talk 
can take the joy and spontaneity 
out of an experience. 

2. Be sure your interest is real. 
Youngsters are often quicker 
than adults when it comes to 
knowing what's phony. Try 
sharing what really interests 
you; you may be surprised at 
how the child responds. 



3. Ask quest Ions--real questions/ 
'M^ow did it make you feel--happy 
or 5ad?»' "Which do you I I ke 
besi?" "What would you do?" 
"What color do you want?" 

4. Don't talk down. Conversation 
is a person-to-person event • 
Anything less is bound to feel 
flat. If the d I f f erence In 
size Is a p rob I em , knee I , squat 
or sit so that you are eye to 
eye while you talk. 

3 . Be d i rect . 
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Visit a toy store in your area. 
Identify several toys/games that 
might be useful in your classroom. 



Then use this rating scale to de- 
cide if the toy(s) you've picked out 
would fit the criteria shown here. 



Toy Selection Criteria 



Minimum Criteria 1-4 Other Criteria 5-10 


Toy Meets 
C r i t e r i o n 
( + ; 


Toy Does Not 
Meet Criterion- 
Why Not? 
(-) 


M i n imum Criteria 

1, Age appropriate (4-5 year-old) 






2, Safe, nontoxic paint, no pieces 
to swo! low; n > dangerous sharp 
po i nt s ( penc i 1 point) 






3. Not easily broken, sturdy, can 
be dropped and not broken 






4. Toy can teach one concept or 
one concept at more than one 
1 ev'e 1 (depth ) 






Other Cr i ter i a 

5. r,e 1 f -co r rec t i ng ; can be played 
without an adult 






6. Toy can teach different concepts 
(breadth) 






7. Game or toy can be played with 
: o n e c h i 1 d 






■ \-,^;^^8 . Se I f -conta i ned--not a lot of 
piecestolose 






9, Colorful and exciting to look 
at 






10, Inexpensive (less than $5, 00) 
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Check Your Progress 



1. A child is "builjing^* with 

blocks and has asked you to hand 
him one from a nearby pile. It 
is unclear to you which one he 
wants fo.r the blocks are of two 
different sizes. The clearest 
thingtodois: 

a. "Do you want the big one or 
the I itt I e one?" 

b. "V/hich one do you went?" 

c. "Do you want the larger block 
or the smaller one?"' 

d. Say nothing and give him both 
blocks. 

2. Two boys use the blocks as 

rffios. Before you intervene 
phys i ca I I y , the-.respons i ve 
p roced u re i s : 

a. "If you don't build with the 
blocks, you can't play with 
them." 

b. "Keep .the blocks on the floor 
and build with them" (demon- 
strate) . 

c. "It's not nice to play sol- 
diers; build roads with the 
blocks." (demonstrate) 

d. "You build with the blocks; 
only bad people use the 
blocks for guns." 

3. Use of exact and precise lan- 
, guage is important because: 

a. children understand you better 

b. adults are language models 
for children 



c. adults are wiser than children 

d. children expand their 
I a nguage by I i sten i ng 

1) a, b, c 

2) a, b, d 

3) b, c, d 

4 ) all of the a bove 

5) none of the above 

4. Which of these rules does not 
apply in a Responsive Education 
Prog ram? 

a. The child may change the rules 
of the game. 

b. Stop the game when the child 
I OSes i nterest . 

c. The child may stop playing 
whenhewishesto. 

d. Stop the game at snack time. 

5. .;Jame four points that are in- 
cluded when we say a child has 
a healthy self -concept. 



6. Name four behavioral symptoms 
of an unhealthy self-concept 
that can be observed in the 
c I assroom. 



7. Why should you use specific 

words to tell about "position" 
or "action" when you're speak- 
ing to a c h i I d ? 



70 



FART 1 61 



Activity 



Choose one of the f o I I ow i ng act I v- 
Ities to demonstrate your competen- 
cy In using the toys and games. 

1. Choose one of the toys you've 
learned to use In the classroom. 
Ask a parent If she would like 
to borrow It over a weekend. 
Show her how to use the toy at 
home with her child. If possi- 
ble^ role-play one learning 
activity with her. Let her 

act as the mother and you act 
as the child. When she returns 
the toy.the following week, dis- 
cuss, with her what she has 
I earned . 

2. Demonstrate for administrators 
In your district how toys are 
used responsively in your 

c I as s r oom . 

3. Create a "learning episode" of 
your own for use with an 
educational toy or with mate- 



rials you collect locally. 'Ask 
your instructor to evaluate the 
activity you've invented. 

GENERAL INSTRUCTIONS 
LEARNING GAMES 

Before you start each game, be 
sure to remember these three 
I mporta nt points: 

A. Ask you child only once each 
day if he (or she) wishes to 
play the game . 

B. The child may change the 
rules of the game at any 
time. You must fol low the' 
child's rules if he changes 
them . 

C. You should stop the game 
when the child seems to lose 
I nte rest . 
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Alphabet Board 



EQUIPMENT: One flannel board on 
which the letters of the alphabet 
are printed, and one set of capital 
I etter s . 

PURPOSE: To help the child learn 
the shapes of letters, by matching 
I etters to out I I nes. 



Genera I Instructions: 

A. Ask your child only once each 
day if he wishes to play the 
game . 

B. The child may change the rules 
of the game at any time. You 
must follow the child's rules 
If he c ha ng es t hem . 

C. You should stop the game when 
the child seems to lose 
Interest. 



Specific Instructions: 

1. Place all the capital letters 
I n front of the child. 

2. Pick up the letter which Is the 
first letter of the child's 



name, for example the letter A 
and give It to the child. Say 
"This is capital A. You may 
put it over the capital letter 
A on the board, " 

3. If the child puts the letter 
over Its printed form, say 
"Capital A on capital A." 

4. If the child puT^ the letter A 
on another 1 etter, say, "You 
have put the capital A on 
capital H." Take the letter 
off, and let the child try 
again. If he puts the A on 
another letter a second time, 
put the A aside, and go on to 
the next step . 

5. Let the child select a letter. 
Say, "Now which letter do you 
want to put on the board?" 

6. When he chooses a letter, name 
It; "That letter is the capital 
D," Let him place It on the 
printed D on the board. 

7. Continue the game until the 
child has matched ail the 
letters or no longer wishes to 
play. 
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Beginning Matrix Game 



EQUIPMENT: Desk Top Set of 
"Attribute Blocks (60 pieces in 
five shapes, three colors, two 
sizes, and two thicknesses): an 
empty box; and the Matrix Game 
Board, showing a large square 
divided into nine smaller squares 
of equa I size. 

PURPOSE: To encourage your child 
to guess answers to problems and 
to use information he gains to make 
better guesses. 

Gen era! Instructions: 

A. Ask your child only once each 
day if he wishes to play the 
game . 

B. The child may change the rules 
of the game at any time. You 
must follow the child's rules 
if he changes them. 

C. You should stop the game when 
the child seems to lose 
interest. 



Specific Instructions: 

1. Before you show your child the 
Attribute Blocks, separate all 
the large, thick triangles, cir- 
cles, and squares from the rest. 
(You will have a red, a yellow, 
and a blue block for each 
shape.) Only these nine blocks 
will be used in this game. Put 
aside the other blocks for now. 



Put the nine blocks in the box. 

2. When your child wants to play 
the game, keep the box closed. 
Say, "J have some things in 
here. What do you think they 
are?" Shake the box so it 
rattles. Do this several times. 

3. If his first guesses a re "far 
out," that is fine. Simply 
play a mysterious game. Say, 
''Let me peek and see if I have 
one of those.'' Then peek and 
say, "No^ I don't have one." 
Shake the box and ask again. 
After four or five "far out** 
guesses, you can ask some help- 
ful questions: "What do you 
think threy are made of?" or 
"What color do you think they 
are?" 

4. If he guesses one of the colors, 
say, "Yes^ here's a red one^" 
and place it in one of the 
squares of the matrix. This 
first block will give him 

many ideas for other guesses. 




73 

64 PART I 



ERIC 



As your child guesses more 
blocks, take them out oV the 
box and place them on the board 
so that the colors are together 
In a row in one d I recM on and 
the shape.> are together In a 
row in the other direction, as 
\ n the toy i I I ustrat Ion. 

Say to your child, ^^Close your 
eyes and I will remove om of 
the blocks. " Remove one of the 
blocks, hide it, and say, ''Open 
your eyes and tell me which one 
of the blocks I -picked up. " 

If he wants to see the block, 
show It to him. Let him put 
It back on the matrix. Ask 
him if he wants to try again 



or If he wants you to close your 
eyes. ' If he wants you to close 
your eyes, let him remove a 
block while you guess. Later, 
ask him to close his eyes' while, 
you remove another block. Do 
not te I I him or show him how to 
find the answer. He will dis- 
cover It in time. 

8. After, he succeeds three or four 
times, turn the board around 
and play again. This way the 
colors and shapes change places. 

9. Later you can remove a I I the 
circles and place the large, 
thick rectangles or hexagons 

on the matrix and play the same 
game. 
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Coordination Board Game I 



EQUIPMENT: One Coordination Board, 
including eight small wooden 
shapes: two squares, two circles, 
two rectangles, and two triangles. 
The cutout shapes fit into match- 
ing spaces on the board. 

PURPOSE: To help the child 
identify shapes. 

General Instructions: 

A. Ask your child only once each 
day if he wishes to play the 
game. 

B. The child may change the rules 
of the game at any time. You 
must follow the child's rules 

i f he changes them. 

C. You should stop the game when 
the child seems to lose 

i nte re st . 

Specific Instructions: 

1. Allow. the child to play on the 
floor or table with the game 
for a while. 



2. Remove all the shapes from the 
board and put them between you 
and you r child. 

3. Hand the child a circle and 
say, "Put the oirole in its 
place on the hoard. " 

4. If he puts it in a different 
place, say, "You have put the 
oirole in the square's plaoe." 
Remove, it from the board and 
say, "Put the oirole in the 
oirole ' s plaoe . " 

5. If the child puts the circle in 
the correct place, say, "YeSj 
you have put the oirole in its 
plaoe. " (It's all right if the 
child puts a yellow circle on 

a brown background and a brown 
circle on a yellow bac kg round.) 

6. Hand the child a triangle and 
say, "Put the triangle in its 
plaoe . " 

7. Continue the game until the 
child has put all the shapes 
on the board. 
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Coordination Board Game Jl 



EQUIPMENT: One Coordination Board, 
including eight- small wooden 
shapes: two squares, two circles, 
two rectangles, and two triangles. 
The cutout shapes fit into match- 
ing spaces on the board. 

PURPOSE: To help the chi Id 
Identify shapes, 



General Instructions: 

A. Ask your child only once each 
day if he wishes to play the 
game . 

B. The child may" change the rules 
of the game at any time. You 
must foMow the child's rules 

i f he changes them . 

C. You should stop the game when 
the child seems to lose 
interest. 



Specific Instructions: 



1. Remove all the shapes from the 
boa rd . 

2. Hand the child a circle and a 
triangle; put one In each 
hand, 

3. Say, "Place the triangle on the 
board." If he chooses to put 
the circle on the board, say, 
"You have placed the circle on 
the board. Now put the tri-- 
angle in its place on the 
board. " 

If he chooses correctly, say, 
"YeSj you have placed the tri- 
angle on the board. Now place 
the circle on the board. " 
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4. Repeat the game for the square 
and rectang I e . 
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Coordination Board Game III 



EQUIPMENT: One Coordination Board, 
Jjicluding eight small wooden 
shapes: two squares, two circles, 
two rectangles, and two triangles. 
The cutout shapes fit into match- 
ing spaces on the board. 

PURPOSE: To give the child exper- 
ience in identifying geometric 
shapes and naming colors. 

Genera I Instructions: 

A. Ask your child only once each 
day if he wishes to play the 
game . 

B. The child may change the rules 
of the game at any time. You 
must follow "'"he child's rules 
if he changes them. 

C. You should stop the game when 
the child seems to lose 
interest. 



Specific Instructions: 

1. Allow the child to play with the 
toy a while (five minutes or 
so); then ask if he would like 
to play a game. 

2. Put all the pieces on the board 



with each shape matched to the 
same color background. (Put 
the red rectangle on the red 
background; the green rectangle 
on the green background; the 
purple square on the purple 
background; the orange square 
on the orange background, etc.) 
Then tell the child to close 
his eyes. Remove one of the 
pieces (for example, the yellow 
circle) and put it in a place 
where the child is not able to 
see it. 

3. Say, "Open your eyes; which 
piece is missing? 1 f the 
child says the "Yellow circle^" 
or "Circle^ " say, "Yes^ the 
yellow circle is missing . " 

4. If the child gives an answer 
other than the yellow circle, 
for example if he says, 
"Square^ " point to the squares 
and say, "The squares are on 
the hoard." Point to the miss- 
ing circlets place and say, 
"The yellow circle is missing . " 

5. Remove another piece, and again 
ask the child, "Which piece is 
missing?" 

6. Continue the game, removing 
d i f f erent p i eces . 
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Hundred Peg Board Game I - Patterning 



EQUIPMENT: One square board con- 
taining 1 00 ho I es drilled in 
straight rows and columns — 10 
across and 10 down. There are 
100 pegs which fit into the holes: 
25 red pegs, 25 yellow pegs, 25 
green pegs, and 25 blue pegs. Each 
peg has a large white dot painted 
on on e en d . 

PURPOSE: To hel p the chi I d see 
patterns without being told how 
to make them. 



General Instructions: 

A. Ask your child only once each 
day if he wishes to play the 
game. 

B. The child may change the rules 
of the game at any time. You 
must follow the child's rules 
If he changes them. 



You should stop the game when the 
child seems to lose interest. 



Specific In st ructions: 

1. Before you begin the game, 
allow your child to play with 
the board and pegs by himself 
for a whi le. Say nothing, but 
watch what he does. 

2. Remove the pegs from the board 
and place the red ones in a 
group beside your child (push 
the others aside for now). 

3. Say, ''Close your eyes.'' 

4. While his eyes are closed, 
place four red pegs in a row 
In the board. Make a pattern 
— white dot up, dot down, dot 
up, dot down. Start from the 
1 eft side of the board . 



o mom 

white dot up dot down dot up dot down 
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5. Say, ^^All rights open your 
eyes.'' Hand him a red peg 
and ask, "Can you make this 
pattern longer?" (The Idea 

Is that he Is to continue your 
pattern--dot up, dot down, and 
.so on using only the red pegs,) 
Do not tell him or show him 
how to place the peg--let him 
make mistakes or discover the 
pattern by himself. 

6. If he makes the pattern cor- 
rectly, say, ''YeSj you've made 
the pattern longer. Do you 
want me to close my eyes while 
you make a pattern for me?" 

If he Is unable to fol low your 
pattern, ask, "Do you want me 
to close my eyes while you make 



a pattern for me?" 

7, I f he says, "Yes^" empty the 
board and. close your eyes, 

8, When he has finished putting 
some pegs In the board. Imitate 
the arrangement he has made, 
even. If ft does notseem to be 

a pattern. 

9, Continue to take turns making 
new patterns. Each time It Is 
your turn to start a pattern, 
start from the left and keep 
the pattern simple until he 
understands by seeIng--not by 
hearing you explain It, Some- 
times let him keep his eyes 
open while you slowly make a 
new pattern , 



Hundred Peg Board Game II - Counting to Ten 



EQUIPMENT: One square board con- 
taining 100 holes drilled In 
straight rows and columns--10 
across and 10 down. There are 
100 pegs which fit Into the holes: 
25 red pegs, 25 yel low pegs, 25 
green pegs, and 25 blue pegs. Each 
peg has a large white dot painted 
ononeend. 

PURPOSE: To help children under- 
stand the order of numbers 1 to 
10. 



Genera 1 1 nstructlons: 

A, Ask your child only once each 
day if he wishes to play the 
game . 

B, The child may change the rules, 
of the game at any time. You 
must follow the child^s rules 
If he changes them. 

C, You should stop th'e game when the 
chl Id seems to lose interest. 
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Specific Instructions: 

1. Place pegs In the board (white 
dots down) In this arrangement; 



TOP 




BOTTOM 



6. Say, "Close your eyes. " Then 
you remove two pegs with 
numerals and place them (white 
dot up) In front of him. 

7. Say, "Open your eyes^ look at 
the numerals on these two pegs^ 
and put them back where they 
belong. " 

8. Walt until he finishes putting 
back the pegs, even If he makes 
a mistake. 

9. Then say, "I'm going to turn 
over the numbered pegs starting 
with the first one. You read - 
the numerals as I turn each one 
over. " 



2. Point to the column of two pegs 
and ask, "How many pegs are in 
this column?" When he counts 
the second peg, say, "I^ll 
write the numeral 2 on the 
white dot." Turn the peg over 
and write the 2, 

3. Ask, "What other column do you 
want to count?" (Help him 
count from the bottom up.) 
When he counts the top peg of 
that column, turn over that 
peg and write that numeral on 
the white dot. Continue until 
all ten columns are counted and 
the numeral Is written on the 
top peg of each column. 

4. Read with your child the 
numerals you have written 
from 1 to 10. 

5. Turn over all the pegs with 
numbers. 



10. If you corne to a peg he placed 
in the wrong order, wait for 
him to read It. If he cannot 
read It correctly or place the 
peg where It belongs, tell him 
the number. Set the peg near- 
by and continue turning over 
the numbered pegs. When you 
come to the next mistake, again 
see if he can read It and place 
It where It belongs. If not, 
tell him the number and ask If 
he can put it where It belongs. 
If not, place both pegs where 
they belong and finish turning 
ove r the numbered pegs. 

11. Count the numbered pegs,*l to 10. 

12. Ask your child if he wants to 
p I ay aga in . If so, repeat 
steps 5-10. If not, let him 
play with the board in any way 
he wishes. Try this game again 
anotherday. 
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Hundred Peg Board Game III 



EQUIPMENT: One square board con- 
taining 100 holes drilled in 
straight rows and columns--10 
across and 10 down. There are 
100 pegs which fit into the holes: 
25 red pegs, 25 ye I low pegs, 25 
green pegs, and 25 blue pegs.- 
Each peg has a large white dot 
painted on one end. 

PURPOSE: To help a child learn to 
count by 2s. 



Genera I Instructions: 

A. Ask your child only once each 
day If he wishes to play the 
ga me • 

B. The child may change the ruies 
of the game at any time. You 
must follow the child's rules 
if he changes them. 

C. You should stop the game when 
the child seems to lose 
interest. 



Specific Instructions: 

1. With a piece of paper, cover all 
but the two columns of holes on 
the left side of the board. 

2. Group 12 pegs of one color to- 
gether; push the other pegs 
aside for now . 

3. Place two pegs (white dots up) 
in the top holes, first the 
left hole, then the right hole. 

4. Ask your child to count them. 

5. After he says, "one^ two^" say, 
"I^IZ write those numerals on 
the whipe dots. " Say the 
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numbers as you write them, 
(Use a soft, dull lead pencil 
to avoid scratching the paint.) 

6. Then say, "You may put in more 
pegs. Count them as you put 
them in and I will write the 
numerals on the dots. " 

7. When you have finished, count 
the pegs again, one by one, 
with your child. 

8. Then say, "Let's count in a 
different way. " 

9. Point to the 2 peg and say, 

"This is number Continue 

until you have counted al I the 
pegs by 2s (2,4,6,8,10,12). 
Say, "Now we have counted by 
2s. " 

10. Then remove some of the even- 
numbered pegs and ask your 
child to replace them. 

11. Wait until he replaces all the 
pegs, even i. f he makes mistakes. 

12. When he is finished say, "Now 
let's read all the numerals." 
If he has made a mistake, he 
should notice that the numerals 
don't sound right as he (or 
you) read them. Let him cor- 
rect the order of the pegs, if 
he can. If he cannot, you 
point to the peg with the cor- 
rect numeral (for example the 

6 peg) and say, "Here ' s the 
6 . " Let him place it where it 
belongs. Then read all the 
numerals again. 

13. Tel I him he may remove some 
pegs for you to replace. Place 
them correctly and read w"th 
him, "2,4,6,8,10,12." 
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14. Remove all the pegs and let him color, and ask him to count - 

p^o '^n/ the p;gs.:: Then ask mHo \- i 

peas .n. let h . correct h,m- count them by 2s. If hecan/ - 

go ori to Game IV. I f not, p I ay 

ic ^ u- 10 . Game III another dav. 

15. Hand him 12 pegs of another ' ^ 



Hundred Peg Board Game IV 



EQUIPMENT: One square board con- 
taining 100 holes drilled In 
straight rows and columns--10 
across and 10 down. There are 
100 pegs which fit into the 
holes: 25 red pegs, 25 ye I 
pegs, 25 green pegs, and 25 
pegs. Each peg has a large 
dot painted on one end. 



I o w 
blue 
w h i te 



PURPOSE: 
by 3s and 



To 
4s, 



he I p ch i I dren count 



Gene ra I I n st r uct i on s : 

A. Ask your child only 
day If he wishes to 
game. 



once 

P lay 



each 
the 



B. Your child may change the rules 
of the gam.e at any time. You ■ 
must follow the child's rules 
if he changes them . 



You should stop 
the child seem s 
I n terest . 



the game 
to lose 



when 



Specific Instructions: 

T. Select six pegs of one color 
and six of another color. 

2. Cover all the columns except the 
two on the left. 



3. Ask your child to help you place' 
the pegs (white dots up) In the 

. CO I umns as In Game III. This 
time place six of one color in • 
the first column and the other 
six In the second column. 

4. Now count them with him and ' ■ 
write the numerals on the white: 
dots. Always count from left ' 
to right. When you finish wrlt^" 
ing the numeral s, a I I the odd 
numbers should be one color and 
the even numbers the other 
color. 

5. Say, ''Now the pegs are in 2s.'' 
Point to the peqs and say, 
"^.^.&.8,20,12. Then say. 

Let's make them in 3s. " 

6. Move the -over so as to show 
one more column of holes. 

7. Say, ''Now let's count across. 
One^ two and what goes in 
the hole?" If he says, "Three," 



te I I him he's 



r igh- 



^ and, wait fo r 
him to place the 3 peg in the 
empty hole. I f he doesn't, show 
him that the 3 peq goes In the 
hole. 

8. Wait to see i f he places the 
4 peg where the 3 peg was. I f- 
he doesn't, ask, "What comes ■ 
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after three?" When he says, 
"Four J " ask him where the 4 peg 
should. go. Help him only when 
he needs help. Continue until 
all the pegs have been placed 
In 3s. When he finishes all 12, 
say, "Now they are in os»" 
Count, "3,6^9^22." 

9. The next day, set up these same 
pegs In 3s and ask him to help 
you make them In 4s. Use the 
same procedure as In 6, 7, and 



8 above. 

0. Later, he may want to keep 
going to 5s, 6s, etc., to 10s. 
If so, you will need'more than 
the 12 pegs used In this game. 
Continue to use ".one color for 
the odd numbers and another 
color for the even numbers so 
your child may have a chance to 
see the different patterns that 
result. 



Inset Shapes Board Game I 



EQUIPMENT: Inset Shapes Board and 
the 12 shapes. 

PURPOSE: To give the child prac- 
tice In noticing small differences 
In shape and size. 



General Instructions: 

A. Ask your child only once each 
day If he wishes to play the 
game . 

B. The child may change the rules 
of the game at any time. You 
must follow the child's rules 
If he changes them. 

C. You should stop the game when 
the child seems to lose Inter- 
est. 



the child and you. Point to one 
of the spaces (for example, the 
smallest square) and say, "Find 
the shape that fits in this 
space - 

If he chooses a correct shape 
(for example, the smallest 
square), say, "The smallest 
square fits into this space." 
On the other hand. If he chooses 
an Incorrect shape, let him try 
to fit It Into the space. If 
he sees that It does not fit, 
do not sa y ■ a n y t h I ng . If he 
leaves It In the space, remove 
the shape from the board. Point 
to the smallest square and say, 
"The smallest square fits into 
this space." Use the color of 
the square to help him identify 
the c rrect p I ece . 



Specific Instructions: 

1. Take all of the pieces out of 
the board. Give your child *the 
pieces. Put the board between 



Continue the game as above, 
allowing the child to put the 
shapes In the spaces as you 
po I nt them out . 
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Inset Shapes Board Game li 



EQUIPMENT: Inset Shapes B^jard and 
the 12 shapes. 

PURPOSE: To give the child further 
experience In Identifying shape and 
CO lor. 



Genera I Instructions: 

A. Ask your child only once each 
day if he wishes to play the 

B. Th'j child may change the rules 
ot the game at any time. You 
must follow the cnlld's rules 

I f he changes them . 

C. You should stop the gams when 
the child seems to lose 
interest. 



Specific Instructions: 

1. Place all shapes in their cor- 
rect spaces on the board. 

2. Then say to the child, "Take 
a circle from the board. ' 

3. Wait to see if the child can 
identify a circle. If he choose 
a circle, responu by saying, 
"That is a circle. What color 
is the circle ? " 



5. 



Continue the game until 
child has taken a 1 1 the 
f rom the board. 



the 

shapes 



To replace the pieces, switch 
places. Have the child tell 
you which shape to put on the 
board: "Now you tell me which 
shape to put on the board. " 
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Pattern Box 



EQUIPMENT: One cardboard Pattern 
Box and one set of pattern cards. 
There are three sets of pattern 
cards (A, B, and C) of increasing 
difficulty. Set A is for pre- 
school children and older chil- 
dren. Sets B and C are for chil- 
dren above preschool level. Each 
set contains 20 cards. Ten cards 
are blank and ten cards are print- 
ed on each side with a series of 
pictures or designs arranged in a 
pattern. The pattern can be seen 
as the card is gradually pulled 
out of the box, one section (or 
"frame") at a time. 

PURPOSE: To help your child learn 
to solve problems. 

General Instructions: 

A. Ask your child o' i y once each 
day if he wishes to play the 
the game w i th you . 

B. Your child may change the rules 
of the game at any time. You 
must follow the child's rules 

if he changes them • 

C. You should stop the game when 
your child seems to lose 

i n terast • 

Spec ' 'c I n struct ions : 



Before you begin the game, 
look through the set of pattern 
cards to make sure you under- 
stand the patterns. 

Fillthe box with one set of 
pattern cards and ask your child 
if he wants to play a guessing 
game. If he does, pull out the 
top card just far enough to 



show the 
patte rn • 



f i rst f rame of the 



Tell your child that he can 
guess what the next frame looks 
like, or if he doesn't want to 
guess, he can pull the card out 
far enough to show the next 
frame. 

Whether your child wants to 
guess or not, let him pull the 
card out. He may want only to 
look at the patterns, instead 
of trying to guess them. In 
that case, try the guessing game 
another day. 

As soon as your child finishes 
a card, put it back in the box 
on the bottom. If the box is 
only half full, it is easy to 
inside the box to see the 
frame. Keeping the box 
of cards at all times d i s- 



peek 
n ext 
f u I I 
courages 
frame. 



peeking at the next 



If your child doesn^t want to 
guess after several days of 
looking at the patterns: 

a. Try tailing your child what 
you see on the pattern card 
as he exposes the frames. 
Then ask him what he thinks 
comes next. The words you 
have used to describe the 
pattern may help him guess 
the next frame. 

b. Try asking your child a- 
specific question liko: 
''What color do you think 
comes next?" or "Do you 
think it is a yiumber or 
some dots?" Be careful to 
ask just a few questions. 
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Too many questions can turn 
this game into a test, and 
make your child want to stop 
guessing. Too many questions 
can also give away the 
pattern . 



It Is all right If 
pr ed I cts only pa rt 
tern. He may guess 
of the next frame, 
everything else, or 
you what shape come 
not tell you how ma 
be. The next time 
these cards, you ca 
quest Ions that will 
him to p red let the 
comp I ete I y . Aga I 
not to ask too many 
The more you r child 
the patterns by h\m 
mo re he will learn 
game. 



you r child 
of the pat- 

the color 
and ignore 

he may tell 
s next, but 
ny there will 
he p I ays w I th 
n ask a few 

encourage 
pattern more 
be ca ref u I 
questions, 
d I SCO ve rs 
self, the 
from this 



If your child Is not Interested 
In a pattern card, try another. 
It is not necessary to finish 
any card that you start. 



9. Do not expect your child to be 
able to give you a reason for 
his answers. It Is harder to 
explain a pattern than to rec- 
ognize It with your eyes. If 
your child does want to talk 
about why a particular pattern 
IS a pattern, that Is fine. 

10. Try drawing patterns on the 
blank cards. Your chMd may 
want to make up a pattern for 
you to guess. Try to guess his 
pattern, even If It doesn't 
seem to be a logical one. Your 
chl Id may want to copy one of 
the printed pattern cards, or 
you may want to start a pat- 
tern and let him finish 'It any 
way he wishes. Set B and Set 

C each Includes one pattern 
card with suggestions fo^ ma k- 
ing patternso Some c he 
suggested patterns i' e 
word s to f M I I n the ik 
spaces In the patterr, una 
write his wc 'ds on tne pattern 
card;. 
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Property Blocks 



Suggestion: Before playing any of 
the follovnng games, show the Prop- 
erty Blocks to your child and allow 
him to play with them in whatever 
way he wishes. His activity could 
be building, making pictures or de- 
signs, or anything else. 

If your child does not object, join 
him In his activity. Follow his 
lead and add to what he has already 
sta rted . 

While you are playing with your 
child, name some of the blocks as 



he picks them up. For example, 
say, "That is a red square" or 
"That is a small blue triangle. " 

Encourage your child to do as 
many different activities or build 
as manydifferent structures as 
hecanthinkof. 

If your ci.i I d does not want to do 
anything with the blocks, start an 
activity yourself and allow him to 
join you. If he wants to change the 
activity that you have begun, let 
him, and join him In his new game. 
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Prop^'rty Blocks Game I 



EQUIPKENT: One set of Property 
Blocks which has 60 blocks of dif- 
ferent colors (red, yellow, and 
blue), shapes (circle, triangle, 
square, rectangle, and hexagon), 
sizes (large and small), thick- 
nesses (thick and thin). 

PURPOSE: To help your child learn 
matching and patterning. 



General Instructions: 

A. Ask your child only once each 
day if he wishes to play the 
game. 

B. Your child may change the rules 
of the game at any time. You 
must follow the child's rules If 
he changes them. 

C. You should stop the game when 
the child seems to lose 
interest. 



Specific Instructions: 



2. Pick out any ten blocks at 
random and place them between 
you and your child. Put the 
other b locks as ide. 

3. Pick out two blocks that are 
alike in some way, and tell your 
child how they a re alike. For 
example, say, '^Both of these 
blocks are red'^ (or large, or 
thick, or square, or any other 
way they are a I i ke) . 

4. Then ask your child to pick out 
two blocks that are the same 

in some way and tell you how 
they are the same. Accept what- 
ever answer he gives, even if it 
does not seem to make sense to 
you . 

5. If your child cannot tell you 
how his blocks are alike, tell 
him a way they are alike. Do 
not force your child to de- 
scr i be his b I ocks . 

6. Continue taking turns picking 
pairs until all of the blocks 
are gone. Then pick out ten 
more blocks and play in the 
same way. 



1. Put all the Property Blocks on 
the f I oo r . 
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Property Blocks Game II 



EQUIPMENT: One set of Property 
Blocks which Includes 60 blocks of 
different colors (red, yellow, and 
blue), shapes (circle, triangle, 
square, rectangle, and hexagon), 
sizes (large and small), and thick- 
nesses (thick and thin). 



PURPOSE: To help your child recog- 
nize differences In color, shape, 
size, and thickness. 



General Instructions: 

A. Ask your child only once each 
day If he wishes to play the 
ga me . 

B. Your child may change the rules 
of the game at any time. You 
must follow the chlld^s rules If 
he c hanges them . 

C. You should stop the game when 
thechlld seems to lose 
interest. 



Specific Instructions: 

1. Put oil of the Property Blocks 
c;"i he floor or table. 

2. Pick out ten blocks which are 
the same In some way. For ex- 
ample, they could all he the 
same color, or the same shape, 
or the same size. 

3. Ask ycur child to pick out one 
of the blocks and hold It up. 



4. Then you pick up a block and 
'tel I your chl Id one way that It 
Is different from the one he 

Is holding. For example. If 
your child Is holding a red 
triangle, and you pick up a blue 
triangle, say, "This block is 
a different color." Or If your 
child Is holding a small block, 
and you pick up a large one, 
say, "This block is a different 
size. " Or If your child Is 
holding up a circle block, and 
you pick up a square block, 
say, "This block is a different 
shape. " There will always be 
at least one difference between" 
any two blocks In the set. 

5. Continue to hold the block that 
you have pi eked up and ask your 
child to pick up another block 
and tell you how It Is different 
from the one you are holding. 
Then you pick a block and tell 
your child how It Is different 
from the one he Is holding. 
Cont I nu e ta k I ng turns In this 
way until all of the blocks 

are gone. 

6. If your child cannot tell you 
how his block Is different from 
tho one you are holding, tell 
him a way that it Is different 
and go on playing. 

7. When all of the blocks are gone, 
pick out ten mo re blocks that 
are the same In some other way, 
and continue playing the game 
until your child seems to lose 
Interest. 
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Property Blocks Game III 



EQUIPMENT: One set of Property 
Blocks which Includes 60 blocks of 
different colors (red, yellow, and 
blue), shapes (circle, triangle, 
square, rectangle, and hexagon), 
sizes (large and small), and thick- 
nesses (thick and thin). 



PURPOSE: To help your child learn 
matching and patterning. 



Genera I Instructions: 

A. Ask your child only once each 
day If he wishes to play the 
game . 

B. Your child may change the rules 
of the game at any time. You 
must follow the child's rules 

If he changes t hem . 

C. You should stop' the game when 
the chl Id seems" to lose 

I n te rest . 



Specific Instructions: 

1. Put all of the blocks on the 
floor or table. 

2. Ask your child to help you sep- 
arate the thick blocks from the 
thin ones, and put them In two 
groups. Take one group of 
blocks and give the other to 
you r chl Id. 

3. Make a design with your blocks 
and ask your child to use his. 
blocks to copy your design. 

4. Add blocks to your design, one 
at a time. In order to give your 
child time to find the block 

he needs and put It Into posi- 
tion In his design. 

5. When you finish your design, or 
when your child seems to lo^e 
Int rest in It, let him make a 
design while you folio*'/ what 

he I s do I ng . 



Property Blocks Game IV - What's Missing 



EQUIPMENT: Ail of the thick cir- 
cles, square? and triangles in the 
Property Blocks set (18 blocks). 

PURPOSE: To encourage the use of 
memory and logic In solvinc 
p rob I ems . 




General Instructions: 

A. Ask your child only once each 
day If he wishes to play the 
game . 

B. Your child may change the rules 
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• of the game at any time. You 
must follow your child^s rules 
if he changes them. 

C. You should stop the game when 
your child seems to lose 
■interest. 

Specific 'Instructions: 

1. Pick out ail of the thick cir- 
cles, squares, and triangles, 
and put the other blocks aside, 

2. From these 18 blocks, pick out 
any six blocks that you think 
go together in some way» Some 
suggestions a re: 

a . All the c i rc I es : 

O © 0 
0 ® 0 

b. All the red b I ocks : 



O A 

0 A 

c. All the large triangles 
and sma I I squa res : 

AAA 
□ 



0 



d. All the large circles 
and I arge tr i ang I es : 



O © © 





You may use these suggestions 




or any other combinations that 
you like. 

3. Lay these six blocks out on the 
floor or tablp between you and 
your child, and mix them up so 
that they are not in any 



6. 



o rd er , 



On<l 



Ask your child to close his 
eyes; then take away one block 
(for example, the sma I I red 
circle). Now ask your child to 
open his eyes and guess which 
block is missing. Show your 
child the block as soon as he 
guesses, whether he is right or 
wrong, and say, "Jt 's the small 
red circ le . " 

If your child does not make 
guesses, you can ask a question 
like: *^What color (or shape or 
size) do you think it is?*^ If 
he still does not guess, show 
him the block and put it back 
with the other eight blocks. 
Then close your eyes 
your child take away 
and you try to guess 
is missing. 



and I et 
one b I oc k , 
w-h i c h one 



After you have played a few 
times with one group of blocks, 
I e*" your child pick out a dif-- 
ferent combination of nine 
blocks, and play the same game. 
Play with the group of blocks 
that he picks even though you 
may not think they go together. 



7. Take turns picking groups of 

blocks and guessing which block 
is missing, until your child 
loses interest in the game. 
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Spinner Board Game I 



EQUIPMENT: One Spinner Board 
and arrow; one Spinner Card 
with numbers printed on it; and a 
quantity of marking chips. 



PURPOSE: To help your child prac- 
tice-number recognition. 

Genera I Instructions: 

A. Ask your child only once each 
day if he wishes to play a game 
w i t h you . 

B. Your child may change the rules 
of the game at any time. You 
must follow the child's rules 
if he changes thera, 

C. You should stop the game when 
your child seems to lose 

i n to rest . 




Spec i f i c I nst ruct i ons : 

1, Put the Spinner Card with num- 
bers on the Spinner Board. 

2, Explain to your child that the 
spinner arrow will show how many 
of the chips can be collected 
each turn. When the arrow stops 
at a numeral, i*hat number of 
chips can be collecl'^d from the 
bag . 

3, For example, if your ^^h ns 
the arrow, and it points .ne 
numeral 5 when it- stops, then 

he car. collect five chips from 
the bag. 

4 . Ta ke f u r ns spinning the a r row 
and collecting chips until 
there are n.. more chips in the 
bag . 
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Spinner Board Game II 



EQUIPMENT: One Spinner Board 
with arrow; one Spinner Card 
with capital letters printed on 
It; 26 small cards with letters 
printed on them. Each card has a 
capital letter on one side and the 
corresponding lowercase letter on 
the other side. 



PURPOSE: To help your child 
practice letter recognition. 

Genera I Instructions: 

A. Ask your child only once each 
day if he wishes to play the 
game with you . 

B. Your child may change the rules 
of the game at any time. You 
must follow the child's rules If 
he changes them. 

C. You should stop the game when 
your child seems to lose 
interest. 



Specific Instructions: 

1. Put the Spinner Card with let- 
ters on the Spinner Board. Pick 



out the small cards that match 
the letters on the Spinner Card. 

2. Spread out the small cards on 
the table with the capital 
letters face up and the lower- 
case letters face down. 

3. Explain to your child that the 
spinner arrow will show which 
smal I card can be picked up each 
turn. When the arrow points to 
a capital letter on the"'Splnner 
Card, the small card showing 
that same letter can be 

col I ec ted . 

4. For example, if your child spins, 
the arrow and It points to the 
letter A when it stops, then he 
can col I ect the smal I card with 
"A " pr I n ted on it. 

5. Take turns spinning the arrow 
and collecting the small cards 
until they are all gone. 

6. I f you want to make the game 
harder, turn the smal I cards 
over so that the lowercase 
letters are face up and the 
capital letters are face down. 
Play the game in the oame way. 
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Spinner Board Game III 



EQUIPMENT: One Spinner Board 
and arrow; one Spinner Card with 
pictures printed on both sides. 
Each picture represents a different 
category. The categories are: 
dogs, people, flowers, trees, sand- 
wiches, chairs, birds, cars, balls, 
trucks, cards, shoes, hats, fish, 
butterflies, and leaves. One 
set of 32 small cards with pictures 
printed on them. There are 16 
pairs of cards: two dogs, two 
people, etc. Each pair fits In 
one category that fs shown on the 
Spinner Ca rd . 

P'JRPOSE: To help your child prac- 
tice recognition of categories. 



General Instructions: 

A. Ask your child only once each 
day If he wishes to play the 
game • 

B. Your child may change the rules 
of the game at any time. You 
must follow the child's rules 

if he changes them. 

C. You should stop the game when 
the child seems to lose 
Interest. 

Specific Instructions: 

1. Put the Spinner Card with pic- 
tures on the Spinner Board. 
Pick out the eight pairs of small 
cards that fit the categories 
shown on that side of the Spin- 



ner Card. For example, if the 
Spinner Card has a picture of 
a dog, pick out the two small 
cards that show dogs. 

2. Put the 16 small cards which you 
have selected on the table and 
mix them around so that the cards 
are not In any order. 

3. Explain to your child that the 
spinner arrow will show which 
small card can be picked up 
each turn. When the arrow 
points to an object on the 
Spinner Card, a small card that 
shows the same kind of object 
can be co I 1 ec ted . 

4. For example, if your child spins 
the arrow, and it points to the 
picture of a dog, say, "See if 
you can find a small card that 
shows the same kind of thing. " 

5. If your child does not pick up 
a small card that shows a dog, 
say, "See if you can find a card 
that shows a dog. " 

6. When your child finds the right 
card, point to the picture of a 
dog on the Spinner Card and say 
to your child, "Your card and 
this picture show the same kind 
of thing because they both show 
a dog. " 

7. Take turns spinning the arrow 
and collecting one small card 
at a time until all the sma I I 
cards hav^ been collected. 
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Spinner Board Game IV • Making Your Own Spinner Game 



EQUIPMENT: One Spinner Board 
and arrow and one blank Spinner 
Card . 

PURPOSE: To make a Spinner Game 
that you think your child would 
\ \ ke» 

General I nstructions: 

A. Ask your child only once each 
day if he wishes to play the 
game. 

B. Your child may change the rules 
of the game at any time. You 
must follow the child's rules 

if he changes them • 

C. You should stop the game when 
the child seems to lose 
interest. 



Spec if ic Instructions: 

1. To. help your child practice 
color recognition: 

a. Divide the Spinner Card into 
several parts and color each 



par*^ a different color, 

b. Put a dozen or mo re common 
objects from around the house 
next to the Spinner Board. 

c. When the arrow points to a 
color, you can collect an 
object that has that color 
anywhere on it. 

d. Instead of using real objects, 
use magazine pictures. When 
the arrow points to a color, 
you can collect a picture 
that has that color in it. 

2. To help your child practice 
c I as s i f y I ng : 

a. Instead of using the small 
cards for Spinner Game 111^ 
cut out magazine pictures 
that fit in the categories 
on the Spinner Card with 
pictures. - Let your child 
help you find the magazine 
pictures. 

b. Use your magazine pictures to 
play G p 5 n ne r Game III. 
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HOW TO USE SPECIFIC WORDS 



Use Specific Words to Tell About Position 



You 5-hould always try to show and 
"^.Hl clearly where something Is 
located or when something will 
happen. The words you choose and 
the way you put the words together 
can help your child learn more 
quickly. When you talk about the 
location of something or the time 
of an event, try to use statements 
I I ke t hese : 

Say: ''The blooks go in the box 

below the windoiu " 
Instead of: '^They go over, 

there." 

Say: "The 'j piece is on 

the flooi iv your* chair." 

I n stead if: There It Is." 

Say: "The pego are on the 
bottom shelf beside the 
puzz l >6. 

Instead o-f; "Right over there." 

Say: "We will go outside at 

20 o 'clock. " 
Instead of: "Later on." 



Use Specific Words to Tell About Action 



Say: "Robert skipped down the 
walk. " 

Instead of: "Robert went down 
the wa Iko" 

Say: "The cat is chasing the 
bird. " 

Instead of: "The cat Is after 
the bird." 

Say: "The horse is galloping." 
Instead of: "The horse Is 
running." 



Say: "Wanda is walking elowly. 
Instead of: "Wanda Is walking. 

Say: "The sun was shining 
brightly this morning." 

Instead of: "The sun was 
bright." 



Use Specific Words to Tell About Things 



You should always try to show and' 
tell clearly the kinds of things 
you are talking about. Some words 
tel I much more about things than 
other words do. If you use the 
words "This" or "That" or "These" 
or "Those" all alone, you don^t 
give as much I nf ormat I on a s you 
could. Here are some suggestions: 

Say: "This ball has a round 
shape. " 

Instead of: "This Is a circle. 

Say: "May I have the longest 

block?" 
Instead of: "Don^t hurt 

yourself." 

Say: "The long^ thin hand and 
the shorty broad hand of the ' 
clock. " 

Instead of: "The big and little 
hands of the c I ock. " 

Say: "This sandpaper is rough; 

the board is smooth. " 
Instead of: "This is rough; 

this Is smooth. " 

Say: "Do you want some more 

yellow paper?" 
Instead of: "Do you want some 

more ye I I ow ?" 

S3y:_ "That animal is a 
rabbit. " 
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I nstead o f 



"That is a rabbit. 



Use Specific Words that Heip to Expiain ideas 



When you are talking about "things/' 
you can add words that will help 
make your ideas clear. For exam- 
ple, you can say to your child, 
"This is red in color," or "This 
color is red i n stead of "This is 
red." Or you can say, "This coat 
is gray in color," if your child 
does not yet know that "Gray" is 
a color. Here are some more 
samp I es : 

Say: "This has a rough tex- 
ture . " 

instead of: "This is rough." 

Say: "Feel the akin of this 
fruit." 

Instead of: "Feel the skin.". 

Say: "Yes^ the blocks are all 

the same color ^ red. " 
Instead of: "Yes, the blocks 

are all the same," (or "They 

match." ) 

Say: "The handle of the saw 

is cracked. " 
Instead of: "The handle is 

c ra eked . " 



Use Specific Words to Give Instructions 



You 
you 



should try to say exactly v/hat 
v/ant your child to do. Don't 



just give hints. Be sure the 
child knows clearly what you expect, 
Don't use words that could be un- 
derstood in several different 
ways. And try not to use "Don't" 
in telling the child how to act. 
Here are some ideas: 

Say: "Keep the paper on the 

table. " 
Instead of: "We don't put 

paper in our mouths, do we?" 

Say : "You have some blocks. 

You keep these blocks and let 

him use the other's^" 
Instead of: "Wouldn't you 

i I ke to share your blocks 

with him?" 

Say: "It is time to go inside. 
Instead of: "Don't you think 
it's time to go in now?" 

Say: "Hold on to the railing 

with both hands. " 
Instead of: "Be careful." 

Say: "Eun around the flowers 

instead of through them. " 
Instead of: "Play nicely^" 

Say "You push the table and 

mi pull it. " 
1 nstead of : "Don 't hurt 
you r se If." 

Say; "Walk where the sidewalk 

is dry. " 
Instead of: "Don ' t get wet . " 

Say: "Stay on the floor." 
Instead of: "Don't cl imb on 
the shelves." 
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Introduction to Part II 

This section of the learning unit offers you practice in the use of 
some new games that you can play with some familiar toys for very young 
children (sound cans, stacking squares, etc.). It also introduces you to 
some brand-new toys, games and activities (like the Phonogram Matrix) 
that will help you in your work with older children (ages 6-9). 

Here is a diagram to show you which toys and games are most likely to 
be suitable for children of different ages: 

Children's Ages 



Toy/ Game 

Sound Cans 
Stacking Squares 
Table Blocks* 
Discovery Games* 
Rubber Stamps* 
Pattern Games* 
Logic Blocks* 
Sequence Games* 
Phonogram Matrix Games 



Younaer 


Older 


X 




X 




X 


X 


X 


X 


X 


X 


X 


X 


X 


X 




X 




X 



You should plan to try each toy or activity with another adult before 
you use it in a classroom with children. Earlier in this learning unit you 
learned about role-playing. Choose an adult partner for the practice session. 
One of you acts as a teacher or teaching assistant; the other plays the part 
of a young child. Go through the full activity responsively. Then, for the 
next activity that uses the same toy, change roles— the "adult" becomes the 
"child" and vice versa. Be sure you fully understand and are comfortable 
with each toy or game before you take it into a classroom. 



Use easier activities with younper children, and harder ones with older 
children. See instructions for each toy. 



98 



PART I I 89 



Materials 

For this part of the learning unit, you will need: 

A. One complete set of each of nine toys: 

Sound Cans (with materials to put inside), page 91 
litacking Squares, page 101 
Table Blocks > page 111 

Discovery Games (Card decks B to F) , page 129 
Rubber Stamps and Stamp Pad, page 153 

Pattern Games (set of cards with homemade lids), page 171 
Logic Blocks (with bag), page 195 

Sequence Games (with homemade "sleeve" container), page 217 
Phonogram Matrix Games ^ page 233 

B. A copy of this handbook entitled Using Toys and 
Games with Children . 

Role of the Learner 

An instructor/coordinator vnll be available to make suggestions, 
offer support and advice, and help you evaluate your progress. The 
instructor will also help you find time for role-playing practice with 
another adult learner for each of the toys and the accompanying activities. 

Two short films will be shown during the time you are learning to use 

these toys and games respcnsi vely. They are: 

"Yes Is a Growing Word" 
"Discovery Is What Happens" 

Together they will suggest to you some of the basic ideas that help to 

make the educational process responsive to the needs and interests of young 

children. 

09 
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SOUND CANS 
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The Sound Cans consist of twelve cans that are filled with common 
materials. You can use rice, sugar, pennies, oatmeal, flour, paper clips 
beans, sand, erasers, cream of wheat, macaroni, water, or anything else 
that makes an interesting sound when the can is shaken. Each material 
that is chosen should be used to fill two cans. For example, if you want 
to use water, you should fill two cans with water. When all twelve 
cans are filled in this way, they will form six matching pairs. 

Playing with the Sound Cans involves two kinds of activities. 
The first is guessing what is inside a can by shaking it and listening 
to the sound it makes ("Guessing Game"). The second is comparing the 
sounds made by several cans ("Matching Game," "More or Less/' and 
"Odd Man Out"). Both these activities--identifying a hidden object 
and matching things--occur frequently in the spontaneous play of young 
children and are very appealing to them. 

Trying to guess what is inside the can is a game of great variety. 
Many different objects can be tried; each one is like a new game. There 
is suspense in trying to figure out what is inside the can. It is not 
even necessary to use the cans to play the game. A child can close his 
eyes and try to identify all kinds of sounds that an adult might make. 

The emphasis in a matching game is different. What is in the cans 
is not so important. The importance of the activity lies in comparing 
two sounds and making a correct judgment. Only a few kinds of judgments 
can be made about the sounds. Do they match? Is one sound higher pitched 
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than the other? Does the sound indicate which can has more objects 
in it? The variety of games is limited. A matching game is also less 
flexible than a guessing game. It is difficult to play without the 
cans or some equivalent materials. 

A matching game is a controlled situation in which one of two 
answers is correct. Either the sounds match or they do not. With 
practice a child can learn to get the right answer most of the time, even 
if the contents of the cans are changed. Whenever the contents of the 
cans are changed in a guessing game, however, it is very hard to get the 
right answer because they could contain any of dozens of different objects 
and materials. Practice does not necessarily help a child get more 
accurate answers. 

You may feel more comfortable with a matching game. When the child 
learns how to get the right answer, you have evidence that he is learning. 
A child can learn just as much, however, by making reasonable, but incorrect, 
guesses in a guessing game. Both ways of playing involve the same problem- 
solving process: careful listening, comparing sounds, making a reasonable 
guess or hypothesis, and finding out whether the hypothesis is correct by 
looking in the cans. In a matching game, a child solves a relatively 
simple problem, comparing two sounds at the same time. In a guessing game 
he compares the sound of a can with many other sounds he has heard in the 
past. It is not surprising that such a difficult problem is not often 
solved correctly. 
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A younger child usually prefers a guessing game. It is more 
interesting to him than a matching game. He is not necessarily upset 
by his mistakes because he feels more like an equal with the adult. 
When the adult takes a turn trying to guess what is in a can, she makes 
mistakes, too. The child realizes that in a guessing game, mistakes are 
to be expected. 

In a matching game a child may feel that all the mistakes will be 
his. An adult can compensate for this feeling of inequality by occa- 
sionally making intentional mistakes. She can also encourage a child to 
discover his own mistakes by checking "rns-ide the cans. Instead of telling 
him he is wrong, or urging him to try again (which is just another way of 
telling him he is wrong), the adult can simply say, "Let's look inside 
and see." 

Before playing any games with the Sound Cans, a :hild should be 
given plenty of time to experiment with different objects and materials, 
putting them in the cans and listening to the sounds that are created, A 
good way for an adult to introduce a game is to take the role of the 
person who guesses. The child can fill the cans and the adult can guess 
what is inside, or the child can shake one can and the adult can try to 
find the matching sound. After the child understands the game, he can 
take a turn being the person who guesses. Some children may want the 
adult to do all the guessing, thus indicating that they are worried about 
making mistakes. A child can learn about sounds even when the adult guesses, 
and perhaps he will develop more confidence after several days of playing. 
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HOW TO PLAY WITH THE SOUND CANS 



Guessing Game 

thinic^u incJil'^ and shake it. Tell him what you 

think IS inside. Then let him open the can to see if you are right 

no? iZ'^f'^t I '^^'^^ ^° Sometimes the child may 

not want to take a turn, but will prefer that you do all the guess- 
ing. Play with him in the way he likes. He can learn from your guess- 
Ihe'cans 2o'n?ain '° ''''' ''''' faiJTi^J^wi?^ ^hat 
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HOW TO PLAY WITH THE SOUND CANS 



Matching Game 

Pick up one can and shake it. Then shake the other cans, one at a 
time, until you find one that sounds the same. Open the cans to see if 
you are right. Ask the child if she would like to find two cans that 
sound exactly alike. If she wants to play, take turns finding cans 
that match. The child may want to take several turns in a row. If she 
shows this much interest, let her take as many turns as she wants. 

If the child gets tired of this game, you can later try playing 
again with different contents. If you want to make the game a little 
harder, you can put things in the cans that make similar sounds. For 
example, oatmeal, rice, sugar, beans, and flour. 
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HOW TO PLAY WITH THE SOUND CANS 



Odd Man Out 



anH nnp fSl c^^^ "^^^ o^l^ three cans; two that sound the same 
and one that sounds different. Shake the cans and pick out the one 
that sounds different from the other two. Then open the cans and 

!??h iH'^^.'-IS '"P ^''^ the "odd man^" Try to take turns 

with the child Let her set up the problem for you, even if she 

If'Zl you three cans that all'sound Jif^erent. 

If this happens, try guessing what is inside the cans. "^'^"i-. 
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HOW TO PLAY WITH THE SOUND CANS 



More or Less 

This sound game involves numbers. Take two sound cans and some 
solid objects to put inside them, like beans, pennies or macaroni. 
Put one bean in one can and several beans (5-10) in the other; ask 
the child to shake the cans and guess which can has the most in it. 
After he guesses, open the cans and count the beans. Then let the 
child fin the cans for you to guess. Sometimes it is very hard to 
tell the difference between the cans, but the child may still enjoy 
guessing which one has more, and then counting the beans. 
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OTHER SOUND ACTIVITIES 



Blindfold Game 



lie. , to Identify sounds without using the sound cans. 

Use a blindfold or ask a child to turn his head or cover his eyes 
while you make a noise for him to guess. You can switch a light switch 
. .ini^^^' ^?"' 5'"^' mether, tear or rumple a piece of paper 5ip 
a z pper pour water from one glass to another, snap a snap, close a 

a°no?se FSpn'Sutni'^ 5 ^°9ether, or anything else that makes 

?oMnH Tf Jh^ "^i -fi"^ °" I ^-^f^^^ ^^"^^^'"9 a shoe makes a distinct 
nn»n h-c ^^V^^^^ identify the sound you are raking, he can 

open his eyes to see what it is. After you have tried a few sounds, 
close your eyes and let the child make a sound for you to guess. 

Listening Walk 



If a child seems to be interested in sound games, you might want 
to ta e a listening walk with him. Go for a walk in the neighborhood 
and listen very carefully to all of the different sounds. Try to see 
how many different sounds you can hear and talk about them with the 
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STACKING SQUARES 
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The Purpose of the Stacking Squares 

The central post of the Stacking Squares is cut 1n such a way 
that all the squares will fit on it only if they are stacked according 
to size, with the largest on the bottom and the smallest on the 
top. To stack all the squares on the post, a person must sort the 
squares in two ways. First, he must group together squares that are 
the same size; second, he must arrange the four sizes in order, from 
the largest to the smallest. The purpose of the Stacking Squares is 
to encourage a younger child to discover for himself how to sort the 
squares in these two ways. In the process of stacking the squares 
on the post, he will learn about the concepts of "same size," "different 
size," "larger," and "smaller." He may also begin to understand how to 
arrange objects in order according to size. 

You Should Allow Free Exploration 

When a young child first plays with the Stacking Squares, he is 
not likely to sort the squares before stacking them on the post. He 
may start with the largest squares, or he may start with some othef^^tize. 
He may put one or two large squares on the bottom and then move to 
another size. A great variety of mistakes are possible. However, through 
trial and error a child can eventually discover how to fit all sixteen 
squares on the post. 

You may feel the urge to teach a child how to stack the squares 
correctly. But it is better for the adult to allow the child to discover 
the solution for himself through free exploration. 
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A child is likely to- learn more about size relationships if he 
discovers the solution for himself. He is more involved in the process 
of learning because he is defining the problem as well as solving it. 
If several squares are stacked in the wrong order, he forms his own 
theory about what is wrong and how the difficulty might be corrected. 
Instead of having each mistake corrected as soon as it is made, he is 
allowed to see the consequences of a mistake. In this way he is more 
likely to understand why it was a mistake. 

For example, suppose a child places one of the largest squares 
in the wrong position on the post. The largest squares will fit any- 
where on the post, but they should be stacked on the bottom. If the 
child makes such a mistake, he will discover that there is not enough 
space on the post for the last square and that there is an empty space 
at the bottom of the stack of squares. By repeating this error enough 
times, he will eventually learn why all four of the largest squares must 
be stacked on the bottom of the post. On the other hand, if an adult 
teaches a child to place the four largest squares on the bottom of the 
post by immediately correcting him every time he makes a mistake, the 
child will lose the opportunity to learn from his mistakes. He will not 
define the problem for himself, which is a necessary step in understanding 
the solution to the Stacking Squares. 

Discovering the solution also helps a child feel more confident in 
his learning ability. If the adult shows him how to stack the squares. 
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she has taken away an opportunity for him to develop this confidence. 
Her action subtly undermines his confidence by implying that he is not 
able to discover the solution for himself. 

Some children may not be interested in the problem of the Stacking 
Squares. Showing such a child how to stack the squares pushes him into 
learning concepts in which he is not interested at that time. To some 
extent the child may associate learning with unpleasant or boring ex- 
periences; then it will be harder for the adult to help the child learn 
in the future. Concepts of size are learned in many ways, so an adult 
should not place too much emphasis on learning how to stack the squares. 

There are indirect ways you can support a child's attempts to solve 
the problem of the Stacking Squares. As in any free-exploration ex- 
perience, you can talk with tf.r .^ild as he plays, and occasionally 
you can describe what is happening. For example, when the child puts on 
the post two squares that are identical in size, you might say, "Those 
two squares are the same size." Or when the child is trying to force a 
small square to fit on the bottom of the post, you might say, "I think 
the hole in that square is just too small." If the child has stacked most 
of the squares correctly, but has left several open spaces on the post, you 
might say something like, "I see a little gap right here; maybe a square 
fits in there." 

Games with the Stacking Squares 

Four or more games can be played with the toy. "Mine's Bigger" is 
a game that does not involve stacking the squares on the post. Th6 purpose 
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of the game is to create an atmosphere in which it is natural and 
spontaneous for a child to decide which of two squares is larger. To 
start the game, the adult and the child each fills a bag with eight 
squares, two of each size. Each person takes one square out of the bag, 
and the person with the larger square collects both squares. This pro- 
cedure is repeated until all eight squares have been removed from both bags. 
It does not matter if a child looks in his bag before, removing a square. 
If he chooses to use his largest squares at first, he will have only snail 
ones left at the end. The rules of the game can be changed so that the 
person with the smaller square, rather than the larger square, collects 
the squares . 

"Dropping Squares" is a simple game that is designed to give a 
child a hint about how to stack the squares correctly. The idea of the 
game is to drop a pile of four or more squares on the post. If the 
pile of squares is arranged with the larger squares on the bottom and 
the smaller squares on top, the squares will distribute themselves in 
an interesting pattern on the post when dropped. If they are not in 
this order, the squares will tend to remain in a pile at the top of the 
post when dropped. 

The other two games are memory games; they involve making patterns 
with the squares. In the "Camera Game", a child (or adult) tries to 
memorize a pattern of squares stacked on the post. In the game "What's 
Wrong?", a child tries to figure out which two squares in a pattern have 
been switched. 
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When it is the adult's turn to start either of these games, she 
can make a logical pattern for the child to memorize. In this way, 
the child gradually becomes familiar with logical patterns without being 
required to make them himself. Making a logical pattern with the squares 
requires mathematical skills that a younger child is just beginning to 
develop. Therefore, when it is his turn to set up either of these 
games, he probably will make a random pattern. Even if he can make 
a simple logical pattern, such as four squares that are the same color 
or the same size, he may think it is too easy for the adult to memorize. 
Gradually, as the child becomes more interested in the logical patterns 
that the adult is making, he may want to make one himself. 



1 06 PART I I 



111 



HOW TO PLAY WITH THE STACKING SQUARES 



1 



Mine's Bigger 

mMTf TtLTXll ilTA}'' ''''' '^'^ 

To start the game, each person pulls one square out of his 
bag Whoever has the bigger square collects both squares. 
If they are the same size, each person keeps his own square. 

Continue playing in the same way until all eight squares 
have been removed from each bag. ^ ^ . 

As you play, call attention to the size by placing one square 
°sma1fe°r!--'and°-saLlize!"'' "^'"^ '''' 
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DIVIDE THP BLOCHS AND PUT THEM 
;NT0 "TWO BASS. 




NOW TAKE ONE SQUARE 
OUT OF VOUR BAG. 





IF THE Squares ARE iub 

5AME SIZE, EACH PHRSON 
KEEP5 H«3 OR HER 
SQUARE. 




CONTINUE PtAVrNG ;n the 3AAAE WAV ONTIL ALL THE SQUARES HAVE 
BBBN ^EA^OVEP FROAA THE BAG. 




BEAAE/V\BEK 
To USE 
WORDS UKE 

"vSMALLE/^"AND 
"3AAAE S/21£'^ 
AS PLAV. 
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Dropping Squares 

The object of this game is to give a child a hint about how to 
stack the squares on the post. 

1. Make a stack of three or four squares. Put the larger 
squares on the bottom of the stack, and the smaller squares 
on top. 

2. Hold the stack of squares slightly above the stacking post 
and drop them. The larger squares will fall to the bottom 
of the post; the smaller squares will stay near the top. 

3. If the child is interested in this idea, he will probably 
want to make a stack and drop it on the post. 
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Camera Game 

The object of this game is to help a child become familiar with 
patterns that can be made with the squares. 

1. Ask a child if he wants to pretend he is a camera. If he 
does, tell him to close his eyes. Put several squares. on the 
post in a pattern such as three red squares of different sizes, 
three large squares of different colors, etc. 

2. Ask the child to open his eyes, look at the stacking post and 
take a picture in his head of the stacking post. 

3. Then ask him to close his eyes again. Remove the squares from 
the stacking post and mix them up with the other squares on the 
floor. 

4. Tell the child to open his eyes and "develop the picture." 
Explain that you want him to make the stacking post look just 
the way it did before. 

5. Let the child take a turn making a pattern for you to "photograph 
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TABLE BLOCKS 
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Each of the Table Blocks has a number on it. Each of the smallest 
blocks is numbered as "1" and the longest block as "10." The blocks 
have been manufactured so that the relative length of the blocks 
exactly corresponds to the relationship between the numbers. In other 
words, a "2" block is two times as long as a "1" block; a "5" block is 
five times as long as a "1" block, and a "10" block is ten times longer 
than a "1" block. 

The Table Blocks can be used to demonstrate the answer to many 
arithmetic problems, especially simple addition and subtraction problems. 
For example, 5 + 3 = 8 cen be demonstrated by showing that the length 
of the "5" block plus the length of the "3" block make the same length 
as the "8" block. 

The blocks also can be used to illustrate basic concepts of 
arithmetic. Some examples of these concepts are.:- 

(1) The sum of several numbers does not depend on the sequence: 
2 + 4 + 6= 6 + 4 + 2 
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(2) Equals added to equals are still equal: 

If 4 = 4 and 2 = 1 + 1, then 4 + 2 = 4 + (1 + l) 




(3) Equals subtracted from equals are still equal: 

If 13 = 13 and 5 = 2 + 3, then 13 - 5 = 13 - (2 + 3) 




(4) With the exception of _^1*', every number is equal to the sum of 
at least two other whple numbers: 
9 = 5 + 4' 
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(5) Every number is equal to a sum of 1's: 
5 = 1+1+1+1+1 




These basic arithmetic concepts may seem obvious to adults, but 
children take several years to learn them. Many experiences of count- 
ing, measuring, and manipulating different concrete materials are required 

Playing with the Table Blocks is only one experience. Thus, you 
should not expect that a child will suddenly understand these concepts. 
However, until they are understood, a child cannot solve arithmetic 
problems except by memorizing. His ability to solve new problems, or 
problems in an unusual context, will remain very limited. 
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How to Present Arithmetic Problems by Using the Table Blocks 

The Table Blocks can be used directly to present arithmetic 
problems to children. For example, you could ask a child to show 
you all the combinations of blocks that are the same length as the "8" 
block. But we believe this procedure may cause many children to lose 
interest. 

Instead, we suggest that you give the blocks to a child and 
ask him to build anything that he wishes.' He may build a great variety 
of structures and patterns with the blocks, but in each case some 
arithmetic concept or some arithmetic fact will be illustrated. You 
can direct the child's attention to this concept or fact. Sometimes 
you can describe the building or pattern in arithmetic terms. Sometimes 
you can suggest or demonstrate another activity or exercise that will 
show the child the same concept or fact. The important point is that 
you use what the child builds to help him learn about arithmetic; you 
do not interrupt his play so often that he no longer has fun playing 
with the blocks. You give the child time to discover arithmetic concepts 
for himself, rather than pushing him to memorize certain addition or 
subtraction facts. You answer his questions, but do not test his 
knowledge of arithmetic by asking him a lot of questions. 
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How to Describe the Child^s Play 

Many children first learn to count, add, subtract, multiply, and 
divide by memory; it is not until years later that they really under- 
stand these mathematical operations. As a child plays with the Table 
Blocks, you often have an opportunity to show the child the connection 
between what he is building and the arithmetic facts that he may have 
memorized. You can describe what the child is doing and refer to the 
blocks by number. For example, as the child tries to find a pillar 
for a house, you might make comments like: 




The response of the child will indicate whether he is ready to con- 
sider the relationship between tiie blocks and number concepts. If he 
responds positively, perhaps by making an observation of his own about 
the numerals on the blocks, you should continue to make an extra effort 
to describe in arithmetic terms what the child is doing. 
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If the child ignores your corrments, it is a sign that he is 
probably not ready to move from concrete building to talking about 
number relationships. You can still describe the blocks by using 
words like longer-shorter, bigger-smaller, more-less or equal -unequal . 
These terms are also arithmetic concepts used to compare the quantity 
of two objects or two groups of objects. A child must understand these 
ideas before he can understand the precise arithmetic relationships 
defined by numerals. 

Although you can help a child learn arithmetic concepts by 
describing the blocks, you should avoid dominating the activity by 
talking too much. Continual comment on what the child is building 
may stop him from piaying. No two situations are identical, or course. 
The amount of adult talk should vary according to the response of the 
child. 

Children Are Concerned with What to Build or How to Build It 

As a child builds with the blocks, he is usually concerned with 
two questions: (1) "What am I going to build— a man, a house, a garage, 
etc.?" and (2) "How am I going to build it?" Often, the child is much 
more interested in one question than in the other. A younger child, 
or an older one who is playing with the blocks for the first time, 
tends to be more interested in what he is going to build. On the other 
hand, a child, especially if he is older than six, may become so inter- 
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ested in how to build something that he no longer cares too much about 
what it is. He is primarily concerned with how the blocks can be fitted 
together, and has almost forgotten what they are supposed to represent. 

Of course, a child often goes back and forth between these two 
questions. He may be primarily interested in using what he is building 
for pretending, but some small building problem may temporarily engage 
his interest. He may be primarily interested in how to build something 
with the blocks; but if he finds himself involved in a building problem 
that proves too difficult, he will temporarily switch to a pretending 
activity. In general, younger children are more interested in pretending 
and older children are more likely to investigate building problems. 
You should show the child that you are willing to participate with him 
on the level at which he is interested. 
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You Can Participate in a Child's Pretending Games 

If a child wants to play pretending games, you can encourage him 
to express his imagination. Sometimes you may not want to join in a 
pretending game because you feel afraid of appearing foolish. But it 
is perfectly acceptable for you to contribute as an adult to a pre- 
tending game. In fact, children seem to prefer the adult participating 
as an adult, contributing adult skills and resources. For example, a 
young child may lay a block on the floor and say, "She has to go to bed 
You do not need to imitate the child by saying, "Here's a Moiimy block 
and she has to go to bed, too." You might make a simple rectangle with 
four blocks and say: 
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You Can Suggest Activities to Help a Child with Building Problems 

It is not so easy to tell if a child 1s primarily interested 1n how 
the blocks fit together. There are two general categories of building 
problems that children often create: (1) making the edges even (walls, 
floors, bridges) and (2) making staircase patterns* 

If you see that a child often tries to make edges even or make a 
staircase pattern while he is building with the blocks, you can suggest 
an exercise from the instructions. Each exercise is designed to demon- 
strate an important concept/ Although a child may be using this concept 
in his building, the exercise will focus his attention on the concept 
and may make it clearer to him. 

You should introduce an exercise without interrupting free play 
or forcing it to stop* When a child is building with the blocks, you 
can quietly practice an exercise by yourself and watch his reaction*. If 
he shows interest in what you are doing, you can proceed to play the game 
with him* When a child has stopped building or seems temporarily to have 
run out of ideas, you might invite him to join you as you show him an 
exercise. In general, the Table Block exercises do not require a lot 
of explanation. They can be demonstrated non-verbally. If you find that 
you must do a lot of explaining, you can assume that the exercise is too hard 
for the child or it does not interest him* Older children, of course, 
will be able to read the instructions by themselves and thus choose ex- 
ercises that interest them, but they will probably still welcome your 
participation* 
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MATHEMATICAL BUILDING ACTIVITIES 



Making Staircase Patterns 



Activity—One person builds the up part of a staircase and asks the 
other person to build the down part. 




Making it easier— Build part of the down staircase and leave only one 
or two steps to finish. 

Making it harder--Make an up staircase in which each step is more than 
one unit taller (for example, 2, 4, 5, 8, 10, 12, or 
3, 6, 9, 12, 15). 

Ways to change the rules--The child may build a down staircase that is 

.missing several steps. The adult can accept 
this partial solution, or, if the child is 
missing only one step, she might help him find 
It, 

Instead of making the staircase go down, the 
child might want to build it higher. 
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Making Staircase Patterns 



Activity— Make a staircase. While one person closes his eyes, another 
person removes one of the blocks and hides it with the left- 
over blocks. The first person opens his eyes and tries to 
find the missing block. 





Making it easier--Let the child do all the hiding and let the adult do all 
the finding. 

If the adult hides the block, she should leave the space 
open where the block has been removed so that it is easy 
to tell which block is missing. 

Making it harder— When the block is removed, push the blocks together 
so that it is not clear which block is gone. 

Play the game with an up and down staircase. Remove 
two blocks, one from each side of the staircase. 
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Making Staircase Pattern s 
Activity— Try building the 



following patterns: 




Making it easier— The adult builds part of the pattern on 



a large sheet 

of paper and traces around the blocks. Then the child 
matches the blocks to the pattern on the paper. 



Making it harder— Build the patterns as towers instead of putting the 
blocks flat on the floor. 



Make up your own staircase patterns. 
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Combination Activity 

Activity --Make two identical staircases, 1, 2, 3, 4, 5, 6, Each person 
plays with one staircase. One person rearranges all the blocks 
in his staircase into another structure (tower, rectangle, un- 
even staircase). The other person uses his blocks to copy the 
new structure. 
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Conibinatlon Exercises 

Activity— One person makes a staircase pattern and then the other person 
tries to make it into a rectangle by adding blocks. 




Making it easier—The adult makes a staircase pattern (1, 2, 3, 4, 5) 
and helps the child make it into a rectangle by add- 
ing ••V blocks (it win take ten of them). 

Making it harder^-Build the staircase like a tower with the smallest 

blocks on the bottom. Then add enough blocks to make 
a v/all. When the wall is finished, take turns trying 
to remove a block without knocking down the wall. It 
is not always necessary to remove the top block. 



Ways to change the rules- 



-When it is the child's turn to give the adult 
a problem, he may build an irregular pattern 
instead of a staircase. The adult can play in 
the same way, trying to add blocks until the 
structure is a rectangle with even edges on all 
four sides . 
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Filling in Rectangles 



Activity—A child who shows interest in fitting all the blocks back in 
the frame is indicating an interest in making even edges. - 
There are many different ways to put the blocks in the frame. 




Making it easier- 



-To make the problem appropriate for children as young 
as one year old, fill the frame; then remove only 
one or two blocks and see if the child wants to fit 
them back in. 



Making it harder- 



-While the child's eyes are closed, remove one long block 
and hide it. Dump the other blocks out of the fr^me, 
and ask the child to open his eyes and fill the frame. 
When he is through, give him the missing block and see 
if he can fit it in by rearranging the blocks in the 
frame. 
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Fining in Rectangles 



Activ1ty--The adult can make a small rectangle frame with some of the 
b ocks and then see if the child wants to fill it in with the 
blocks that are left over. 





Making it harder--(l) Draw a rectangle outline on paper that is 25 x 4 
inches or 20 x 5 inches. Then see if the child wants 
to use all the blocks to fill up the rectangle. 

(2) Try to use all the blocks to make a filled-in 
rectangle, without using the frame or an outline on paper. 



Ways to change the rules- 



-If the child finds the problem too difficult, 
he may make up a reason for leaving some holes 
in the rectangle; for example, they may be 
windows, doors, beds, etc. The adult can 
either accept the change 1n rules or offer to 
help the child fill the holes. 
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Making Rectancil e Patterns 

Activity— Try building these rectangle designs: 




'• 'X'Vl'X ''V.';' 



ti' I- II 'fi 



t';''-''i';-.-''f.,'. 



Making it easier—The adult builds the design on a sheet of paper and 
traces around the blocks. Then she lets the child 
match the blocks to the design on the paper. 

Making it harder— Build the rectangles upright so that they look like 
walls. 
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DISCOVERY GAINES 
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The Purpose of the Discovery Games 

The purpose of these card games is to help a child feel more confi- 
dent in his ability to generalize. Often a child learns by accepting the 
generalizations of other authorities, such as parents, teachers, books, 
or television, instead of discovering the generalizations for himself. 
However, the ability to discover a valid generalization is at the heart 
of intellectual achievement. Every strand of knowledge was the original 
discovery of some individual; the pattern of the future rests on individ- 
ual discovery. The card games can make a small, but significant, contri- 
bution to a child*s faith in discovery learning. 

The reasoning process used when playing with the cards is the same 
one a child uses every day to solve other problems. The difference is 
that the card games present a set of more limited and concrete problems for 
a child than more elaborate problems such as learning how to read a book, 
draw a horse, tell time, count money, build a treehouse, or cook a meal. 
Each deck consists of forty cards; an even number of sets of cards 
make up each deck. The cards in each set look different on the front side 
but are identical on the reverse side. The problem is to figure out, 
by looking at the front sides, which cards are identical on the reverse 
sides. There is a different generalization, or rule, in each deck for 
finding the matching cards. Once a child discovers it, he can immediately 
pick up cards that match on the reverse side. 



138 



1 30 PART I I 



ERIC 



The rules in the card games (especially decks E, F, G, and H) 
involve important arithmetic concepts. -You should realize that a child 
must have some understanding of the concept involved in a rule in order 
to discover it. Playing with the cards may help a child more fully 
understand a concept, such as counting, but it is not sufficient 
by itself to teach him that concept. If a child does not understand a 
concept well enough to discover the rule, you should help him use the 
cards to play a simple matching game. 

Arithmetic Concepts Involved in the Cards 

As a child plays with Deck B*, he gains experience in recognizing 
differences in size. He also learns about the concept "same color" 
by matching the colors on the reverse side. A set of four cards looks 
like this: 




hack 



back ^foht bccck 



RULE: If the front sides of the cards show a picture of 

the same object, regardless of size, the colors of the 
reverse side will be identical 



*Note: Deck A has not yet been produced for use with this learning unit. 
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In the case of Deck B, a child tries to discover a rule for find- 
ing all the cards that have the same color on the reverse side. The 
rule is easy. All the cards that show the same object on the front will 
be the same color on the reverse. The fronts of the matching cards are 
identical except that the size of the object changes. 

However, this simple rule is hard to discover because the connection 
between the picture on the front and the color on the reverse is arbitrary. 
Looking at the front of one card will not help a child predict the color 
of the back. It is necessary to compare the fronts of two cards and at 
the same time compare the backs of the cards. Separately, these two 
comparisons are easy for a younger child. He can recognize that the 
fronts show the same object and that the backs show the same color. 
However, it is hard for him to realize that there is a -connection between 
these two comparisons. Two cards that look alike on the front will always 
match on the back. 

The thought process involved in solving Deck B might go as follows: 
This is a picture of a car; turning it over I see blue. Here is another 
picture of a car except that it is a smaller car; turning it over I see 
blue. Here is another picture of a car except that it is larger; perhaps 
it is blue, too. Clearly, several steps in the thought process are necessary 
to discover the rule in Deck B. All the other decks are similar to Deck B 
in that the connection between the front and back of a card is arbitrary. 
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With Deck C a child begins to learn how objects that look some- 
what different belong to the same category. There are four cards for 
each category. For example, here are the four cards in the category 
of shoes: 




FRONT 



BACK 




FRONT 



BACH 



RULE: If the front sides of the cards show objects that 
belong to the same category, the colors (e.g., 
orange) of the reverse sides will be identical. 



Each deck requires a new solution. A child may have difficulty 
discovering the rule of a new card game because he keeps trying to 
apply a rule from a previous deck. The difference between Decks B and 
C illustrates this problem. A child discovers the rule in Deck B by 
finding two cards with the same object on the front. However, with 
Deck C it is not possible to find identical objects on the front sides 
of the cards. A child who continues to look for them may become dis- 
couraged or confused. He may be unable to change his perspective enough 
to discover the rule. Although the variety of rules in the card games 
may help a child develop flexibility in his thinking, you should be 
aware of the possible frustration. 
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The arithmetic concept involved in Deck D is counting and simple 
addition. A child must recognize the same number of objects in different 
patterns. He also must recognize and understand the numerals 1-10. A 
set of four cards looks like this: 



3 




btxcK back back back 



RULE: If the front sides of the cards show the same 
total number of objects (or the equivalent in 
numerals), the pictures on the reverse sides will 
be identical . 
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When playing with Deck E. a child learns to recognize the same 
shapes when they are combined and separated in various ways. He is 
learning that two areas can be equal even if they look very different. 
A set of four cards looks like this: 







A 




4^ 




J' A 


























bacK 


back 


bcccK 







RULE: 



If the front sides of the cards show the same 
shapes in different positions, the pictures on 
the reverse sides will be identical 



The concept in Deck F is subtraction. A child learns to find 
the differences between two sets of objectives. The child must also 
understand the numerals T-10. A set of cards looks like this: 




bacK 



bdcK 




back 



bdck 



RULE: 



If the difference between the black circles and white 
circles on the front side of one card is equal to the 
difference (or the numeral) on another card, the pic- 
tures on the reverse sides will be identical 
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When playing with Deck G, a child learns to recognize pictures 
using the same proportions. A set of four cards looks like this: 





bacK 




-front" 






i>GCck 





boccK 



RULE: If the front sides of the cards show the same 
proportions of two colors, the pictures on the 
reverse sides will* be identical. The proportions 
may be 1/3, 1/4, 2/3, etc. 



Decks D, E, F, and G have been designed for older children. In 
each of these decks the fronts of matching cards have purposely been 
made to look very different. A child is not likely to find a pair by 
picking up two cards that look similar. He must mentally manipulate the 
shapes on the fronts of the cards in order to see if the cards are alike 
in some way. With Deck D, he must be able to count the shapes. With 
Deck E he must be mentally able to combine and. separate the shapes. 
With Deck F he must be able to subtract the shapes on one area of the 
card from those on the other area. With Deck G he must be able to 
recognize two shapes with the same proportions. 
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How to Start the Game 

There are two basic ways to play with each of the six card decks. 
One is more appropriate for younger children, the other for older 
children. 

With younger children, we suggest using only two sets (eight cards) 
at a time. You should help the child find two sets of four cards. The 
back sides of the cards in each set will be identical. The cards are 
mixed up and then laid on a table with the back sides face down. Then 
you and the child take turns picking up one card at a time and looking 
at the reverse side. The child tries to find the four cards in one set, 
and you try to find the other set. 

The second way to play is to begin the game with two to ten pairs 
of cards from a deck. A pair of cards is two cards that have an identical 
picture on the back side. The cards are laid on the table with the back 
sides face down, then are mixed up. You and the child alternate turning 
over two cards at a time. If the cards match on the back sides, they 
can be collected. If they do not match, they are turned face down again. 
This way of playing is exciting, but it requires turning over two cards 
at a time, which is a rule that many preschool children do not want to 
follow. Therefore, it is most appropriate for older children. 

The card games have been designed to be flexible so that they can 
challenge different children without frustrating them. It is important 
for you to help each child start the game at a level of difficulty that 
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is appropriate. To make the game easier, you can start with as few as 
two pairs. To make it harder, you can increase the number of pairs. 
If you are in doubt, it is better to start with only a few pairs. As 
a child becomes better at finding the pairs, he probably will want to 
increase the number of cards in the game. Some older children even 
may want to play with all forty cars. This means that they may find 20 
pairs or change the game so that all four cards of a set have to be 
turned up at the same time. 

If the game is played with ten, or fewer, pairs of cards, you 
can help the child change the pairs for a new game. The pairs should be 
placed on the table with the matching sides face up, and one card from 
each pair removed and set aside. Then you can help the child look among 
the extra cards that were not used in the previous game and find a 
different matching card for each of the single cards on the table. 
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The Card Games Can Be a Source of Both Satisfaction and Frustration 

Finding the solution to a card game can be very rewarding. 
Generally, the greater the effort required to solve the problem, the 
greater the satisfaction when it is solved. At the same time, however, 
the greater the effort required, the more likely frustration becomes. 
The card games can be a double-edged sword. If a child, or an adult, 
chooses to play and discovers the rule, he will be excited; but if he 
fails to discover the rule, he may become angry or distressed. 

The card games can be especially frustrating because the learner 
may have difficulty deciding which information on a card is pertinent 
for the solution. For example, a child might ask himself the following 
questions: Is the total number of shapes on a card important, or do 
you subtract the small shapes from the big ones, or do you divide the 
red shapes into the blue ones, or do you count only the stars and forget 
everything else, or does it have anything to do with numbers? Because 
the questions are almost infinite, the task can become very complicated. 
As the questions become more numerous and complicated, it becomes more 
difficult for a child to keep them straight in his mind and to test them 
out. On the other hand, no questions may occur to the child and he may 
pick up cards for no reason, hoping to stumble on the solution. 

In either case, finding the relevant question (or hypothesis) is 
frustrating. The solution often appears simple after the right question 
is asked. For example. Deck F is difficult even for adults because many 
people do not consider the possibility of a subtraction rule. Yet the 
concept in Deck F is relatively simple, once the right hypothesis is stated. 
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Sometimes a child, or an adult, will just stare at the cards until 
he is sure that he has found the correct hypothesis. He is testing out 
theories in his head before turning over any cards because he is afraid 
of making a mistake. However, being willing to make a mistake can help 
a child discover the rule in a card game. The most efficient way to 
test a hypothesis is to turn over two cards. If the hypothesis is correct, 
the cards will match; if it is not correct, a child can immediately reject 
his hypothesis and develop a new one. You should be very careful to 
avoid making a child feel sad about any mistakes he makes when playing 
with the cards. Gradually, he may gain enough confidence in his problem- 
solving ability to risk the chance of making mistakes. 

You can help a child discover the rule by playing with him. Every 
time you make' a pair, the child sees an example of the rule to be dis- 
covered. It is a weak hint if you simply make a pair when it is your 
turn. It is a strong hint if you call special attention to certain details 
on the front of the card as you make a pair. The instructions include 
three examples of giving hints, ranging from a relatively weak to a 
strong hint. As long as a child is enjoying a card game, we believe you 
should not give any strong hints because it is hard to give one without 
telling the child the solution. If the child becomes frustrated, you can 
try to make the game easier, as described in the instructions, or suggest 
a matching game, such as "Fish," that does not require discovering a 
logical rule. 
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A child's frustration may increase if he feels that the adult will 
"win" every game. Most children, especially older ones, realize that the 
adult already knows the rule and therefore has an advantage. Each adult 
should decide for herself how to handle this problem. 

You can make intentional mistakes some of the time. This strategy 
makes the game appear more even, but it may mislead a younger child into 
thinking that there is no rule and it may insult an older child if he 
feels that you are being condescending. 

You can let the child have extra turns. However, when you do 
not participate equally in the game, it may become more like a lesson 
than a game, with the adult playing the role of a "teacher." 

You can decide to not play in the game at all. Instead, you can 
observe several children as they play by themselves. The disadvantage 
of this strategy is that you cannot give hints by making pairs, and 
you may not be able to respond to frustration until after it has occurred 
The child who first discovers the rule may ruin the game for the other 
children. He may tell them the rule before they can discover it for them 
selves, or he may make them feel stupid by matching all the cards. 

Your role in the card games is complicated and subtle. You must 
adapt your behavior to each different situation, trying to help each 
child discover the rule for himself without his becoming too frustrated. 
It is impossible to avoid mistakes, but it is very important for you 
to keep trying. Without your guidance, the card games may have a harmful 
effect on a child's feeling of competence. He may feel less confident 
of his reasoning ability if he becomes too frustrated, 
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Some Children Play the Card Games on a Memory Level 

The first few times a child plays with the cards, he may think the 
game is a memory game like "concentration." He will try to make pairs by 
memorizing the location of the cards. When he remembers where two match- 
ing cards lie on the table, he will pick them up. After he has dis- 
covered that the deck has a trick to it, that the matching pairs can • 
be determined by looking at the front sides, he will not be fooled again 
into thinking that another deck is just a memory game. 

Some children will persist, however, in playing with each new 
deck as if it were a memory game. They may go beyond remembering the 
location of the cards on the table and memorize which cards go together, 
regardless of their position. The adult may-become concerned that the child 
is missing the point of the game because he has avoided the logic problems 
in the card games. 

The child is indicating that he is not interested in finding a 
logical solution or that he does not understand the concept involved in 
a rule well enough to play the game as a logic game. In either case, 
you should accept his way of playing. There is no way to force a child 
to-discover a rule. Eventually, the child may see a reason for the pairs 
he has memorized. 
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HOW TO PLAY CARD GAMES WITH A YOUNGER CHILD 



Deck B and Deck C 

1. Show the child the set of colors on the backs of the cards. Ask 
the child what color he likes best. Pick out the four cards with that 
color. Select another color for yourself and find the four cards with 
that color. 



WHAT COLOR 
Do VOU LIKE 



BEST? 



OKAV, LET'S 
F'ND ALL THE 
kGREEN CARPS 



(GHEEM., 




Z. Turn over eight cards so that the color side is face down and mix 
the cards around. Encourage the child to find his favorite color; you 
look for the other one. 
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4. 'When all the cards have been turned over, choose two other colors 
(eight cards) and play the same way. 
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Ways to Make the Game Easier (Decks B and C) 



If a child seems to be getting frustrated or does not understand 
the game, you can make it easier. Here are two ideas: 

1. Start the game with four cards of one color and four cards of another 
color. Lay them out with the color side face up. Take turns picking up 
one card at a time and looking at the picture side. Let the child try 
to find four cards with the same picture; you find the four cards with 
the other picture. 




2. Find four cards that are the same color. Lay them out with the color 
side face down. Pick out another card from the deck and show it to the 
child. Tell him you are going to hide the card with the four cards that 
are already laid out. Place the fifth card, color side down, with the 
other four cards and mix them around. Ask the child to find the hidden 
card. 




EKLC 



HUW TO PLAY CARD GAMES WITH OLDER CHILDREN 
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3/ Decide how many other pairs to use in the game. The easiest way to 
play is with two pairs (4 cards). The most difficult way is with twenty 
pairs (40 cards). It is best to start with no more than ten pairs (20 
cards). If you are not sure how many pairs to use, start with an easy 
game, for example, four pairs (8 cards). 




4. Turn over the pairs you selected so that the identification letter is 
face up. Mix the cards around and you are ready to play the game. The 
person who goes first turns over two cards that he thinks match on the re- 
verse sides. If they do not match, they are turned back over and another 
person takes a turn. 
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5. If the cards match, they can be collected. 




Ways, to Give Hints 



The way you find a pair can be a weak or strong hint. It is best 
to start with a weak hint and use stronger ones later if necessary. 
Here are three ways to give hints, starting with the weakest and ending 
with the strongest: 

1. When you pick two cards that you think go together, put the two 
cards together before you turn them over. 
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Z. Pick out one card and put it to the side. Tell the child vou aro 

'Til *° ^7 *° "'^'^ "^d- Hold one or two incorrect cards nex; 
to the card you are matching, then reject them. After that find !hf 

ZTt^Z^'S'r' "^^^ ^° .natchlngfa^^d Ji^S otr 
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3. Call attention to the fronts of the cards by rubbing them before 
turning them over. If you need to give a stronger clue, trace the 
outlines of the figures on the cards with your finger, then turn them 
over. 
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RUBBER STAMPS 




V 
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Purpose of the Rubber Stamps 

The purpose of the Rubber Stamp activity is to give a child the 
opportunity to play and experiment with letters and words in a way 
that is fun. The process of stamping is interesting in itself. Most 
children enjoy controlling how the ink goes on the paper. With a stamp 
a child can produce a perfectly formed letter with a single movement. 
When a child is first playing with the Rubber Stamps, you should expect an 
initial period of free exploration in which the child experiments with 
ways to stamp the letters. 

As a child is stamping, he may get smudges on his paper, or stamp 
some letters incompletely, or print them sideways or upside down, or 
stamp one letter on top of another. Such awkwardness can cause a child 
to become frustrated. You can reduce the possibility of frustration 
by not putting pressure on a child to print neatly. If jr; adult constantly 
criticizes and corrects what the child is doing, the chiUi may become 
reluctant to stamp anything for fear of being "wrong." 

You should not expect a child to print a large number of words or 
sentences. The stamps are not the most efficient way to produce written 
language. It takes time to find each letter before it is used. You 
can encourage a child to use the stamps by helping him find the letters 
he needs. You can also show the child how to keep the stamps organized 
in the box while he is playing. 



162 

1 54 PART. I i 

erJc 



The Rubber Stamps are a rather messy toy, especially for a young 
child. A child is likely to get some ink on himself or on his clothes 
while he is playing. You should make sure that each child wears old 
clothes and that the stamps are used in a place where no one will have to 
worry about getting ink on a rug or furniture. Even though the ink is 
washable, cleaning up will be easier if some precautions are taken. 

Helping Younger Children Use the Rubber Stamps 

Adults have been able to read for so long that they find it hard to 

imagine what it is like to look at a printed page and see nothing but 
meaningless marks made by ink. But that is the way a young child may 
see letters. When he uses the Rubber Stamps for the first'fime, he 
may see them as Z6 rather mysterious designs; it may take him a consider- 
able period of time to learn that each design is a different letter with 
a particular name. 

You can help the child learn the names of the letters by talking 
with him as he is stamping. If you name the letters, the child sees 
that you are interested in what he is doing and at the same time he 
associates the names of the letters with their shapes. You should 
avoid asking the child the names of different letters because this 
questioning cari be disruptive to his play. The child may feel that you 
are trying to control the activity and to turn the stamping into a 
lesson rather than a game. 
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Because you know more about letters than the child, you are faced 
with the problem of how to give the child information about the letters 
without dominating the activity. To make the situation more equal 
between the child and yourself, you should join in the stamping activity 
as an active participant rather than as supervisor. Instead of trying 
to intervene in what the child is doing, you can use the stamps to print 
something that you think is interesting. This activity creates a casual 
and relaxed situation in which both you and the child are involved and 
you can talk together about what you are doing. In this way conversation 
about the letters arises spontaneously. 

When a younger child plays with the stamps, he is likely to choose 
some letters more often than others. As you play, you should watch to 
see which letters the child seems to be particularly interested in, and 
then try to use them in other ways during the day. For example, if a 
child's favorite letter is B, you might put a letter B in an envelope 
and put it in a "mailbox" for that child, or hide several B's around the 
classroom where that child would be likely to find them during the day, 
or try to find B's on book covers or signs in the classroom. 

Printing Words with the Rubber Stamps 

Putting letters together to form words is a particularly difficult 
problem for younger children. The letters C, A, and T have no meaning • 
other than as parts of the alphabet. The combination CAT, however, means 
more than three letters of the alphabet; it is an English word, but the : : 
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meaning of the word has nothing to do with the alphabet. In order to 
learn to read words, a child must have some understanding that when 
letters are combined, they stand for more than the letters themselves. 
They become symbols of sounds in the English language. When someone 
combines these symbols of sound, he can write any English word. 

It usually takes several years for a child-grr.dually to understand 
and become interested in the symbolic function of letters. The rules of 
combining letters to form words are not simple. Some sounds are 
represented by two letters, such as the sound "th." Some individual 
letters represent more than one sound. For example, the letter "a" stands 
for three different younds, as in the words "apple," "ba^ll," and "ape." 
Some letters are silent (representing no sound) in certain words. 

It is not easy to tell when a child is intellectually ready to 
tackle the concept of words. When playing with the stamps, you should 
try to presenL words to a child in a way that runs the least possible 
risk of overwhelming the child by being too difficult. 

Ona way is to stamp a word yourself and show it to the child. Names 
are words that have a great deal of meaning for children, and these are 
good words to begin with. You can stamp your own name, show it to the child, 
and tell him that this word is your name. If the child shov/s any interest, 
you can ask him if he would like to stamp his own name and show him 
the letter his name begins with. You should be willing to tell him what 
letters he needs and help him find them; or you can print his name with a 
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pencil and let him copy it with the stamps. If he is still interested 
after making his name, you can suggest names of other people in the family 
or other words that are familiar to him. 

If the child shows no interest in words at all, you should allow him 
to go back to playing with individual letters. It is important that the 
child not lose interest in letters by being encouraged to deal with words 
too early. 

When you use the Rubber Stamps for the first time with younger children, 
be sure to use only capital letters (A, B, C ...). Remove all lower-case 
letters from the box (a, b, c ...) to avoid confusion at the beginning. 
Also, when stamping letters, be very careful about the position of the 
letter in relation to the v/ay the child views the activity. If you stamp 
a "W" so that it looks "right" to you, and if the child is facing you, 
he will see an "M"! Either sit side by side with the child, or stamp 
each letter so that it is in the correct position for him to see it as 
you intended. 

Helping Older Children Use the Rubber Stamps 

Older children who know that letters are symbols and who understand that 
letters are combined to form words will probably be interested in printing 
words with the stamps. Generally, they will not stay Interested very 
long in stamping words at random. Therefore, after an initial period of 
free exploration, you should suggest activities that provide ^^ome kind 
of goal. The best way to suggest an activity is for you t'"^ make an 
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example of it yourself. This approach will eliminate the need for a 
lot of explanation and will make clear to the child what the goal of 
the activity is. 

If the child is interested in printing names, you could suggest 
making place cards for the snack table, or a greeting card for someone 
he knows, or a list of friends and their telephone numbers, or anything 
else in which names would be used. If the child likes to make labels, 
you could suggest making labels for photographs or drawings, or labeling 
body parts or clothes on an outline of the child's body, or making signs 
or posters. If the child is able to spell, you can suggest playing word 
games like taking turns adding letters to a word, or making simple cross- 
word puzzles. 

The child will enjoy any of the word activities more if you take 
part in them, too. If he wants to make a place card, you can also make 
one; if he wants to print labels, you can print some, too; and if he 
wants to play a word game, you can take turns with him. 
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STAMPING NAMES 
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OTHER NAME ACTIVITIES 



Make place cards for the dinner table. 
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STAMPING LABELS 



A chile! may be interested irr making labels for objects around any 
classroom. A trea-vure hunt is a good viay to introduce labeling. Make 
several notes v/ith the rubber stamps and hide them around the classroom. 
Each note tells where to go to find the next note. The last- note tells 
where the treasure is. 
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OTHER LABELING ACTIVITIES 



Some children like to label photographs or drawings. One idea you 
can suggest is to draw the outline of a child's body on a large 

n/tl u 5'"^'^' ^L*^"" and then help him label parts 

of his body or clothing that especially interest him ^ 




child is Lfna . ?nt h^''P ' ^"'"^^ °^ ^P^^--^^ words that the 

Child IS using a lot in his conversations. For example, he may be talkina 
a lot about a construction project across the street i^aiKing 




Older children often Ivke to make signs to put around the classroom. 
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WORD GAMES WITH THE RUBBER STAMPS 



Almost any word game can be adapted for use with the Rubber Stamps. 
Although the stamps are not necessary to play these word games, they may 
make them more appealing for the child. Most word games are appropriate 
only for older children who have some skill in spelling. You must 
still be careful not to overwhelm the child with difficult words. Here 
are examples of three word games. 



CAME 1 
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GAME 2. 




^AAE 3 
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RUBBER STAMPS 

When you buy a Superior Rubber Stamp Alphabet Set (No. 4710) from 
your local school supply dealer, remember to remove the lower-case 
letters and set them aside. (Using both upper- and lower-case letters 
will simply confuse young children.) Also remove the numerals and 
punctuation marks. 

On the top of the wooden handle of each upper-case letter stamp, 
use an indelible marking pen to print that capital letter so that the 
child can see it when he or she picks up the rubber stamp. 

You can make your own storage box for the 26 upper-case letters. 
Use an empty candy box that has dividers, or any other similar box 
that you can get from a store that sells small bottles or other items 
that are shipped in boxes with divided slots or sections. If you want 
children to put the rubber stamps back into the box in alphabetical 
order, stamp the letter "A" on the bottom of the top, left slot in youi- 
storage box, then "B" - and so on. You'll need to cover these letters 
printed on the bottom of the box with a piece of clear acetate or clear 
pressure-sensitive tape in order to protect them from smudging when the 
inky rubber stamps are being replaced in the storage box. 
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PATTERN GAMES 




The Pattern Game Is a Logic Game 

Each Pattern Game divides a picture or pattern into sixteen equal 
parts. Each part is concealed by a separate lid and can be seen by 
removing that lid from the card. There is a logical relationship between 
the sixteen parts of ea-ch picture or pattern; the object of the game 
is to discover this relationship by uncovering as few parts as possible. 

The main purpose of the Pattern Games is to give a child experience 
in solving logic problems. As he uncovers a few parts of a picture, he 
may form a hypothesis, or logical guess, about the ^^est of the picture 
or pattern. He may test his hypothesis by picking up certain lids, 
depending on the kind of game he is playing. Finally, he may recognize 
the picture or pattern and be able to predict all the remaining hidden 
parts. 

In order to form a hypothesis, a child must use his powers of 
perception and analysis. Sometimes he must recognize an object by seeing 
only part of it. Sometimes he must count the number of objects in a 
picture in order to find two matching pictures. Other times he must 
anlayze a picture according to other attributes, such as color, size, 
shape, and function. 

With any of the patterns, the reasoning a child uses will depend 
on his stage of mental development. Younger children often need to see 
all or most of a picture or pattern before they recognize it. Older 
children are better able to predict hidden parts of a picture or pattern 
because they can analyze the relationship between the parts that are visible. 

179. 
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There are three kinds of backgrounds that are used with the Patten 
Games: (1) puzzle pictures, (2) design patterns, and (3) matrix patterns. 
With each kind of card, the sixteen parts of the picture or pattern are. 
related to each other in a diffr> way. Therefore, different strategies 
are necessary for each kind of -rd. 
Puzzle Pictures 



Each of these cards shows four or five common objects that are related 
in some way. When a child removes one of the lids, he sees only part of 
one object. In order to recognize the object, the child must try to relate 
the part that he sees to the whole picture that is hidden. By using his 
previous experience as a guide, a child can logically reason what the 
hidden picture may be. As he removes more lids, he will discover whether 
or not his logical guess was correct. You should remember that a child 
who has no previous experience with a certain object will not be able to 
use logic to solve the problem. 

Often, a younger child removes all sixteen lids as quickly as possible 
and looks at the pictures. In order to slow down the game, and encourage 
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the child to guess the picture when it is partly hidden, you can suggest 
taking turns removing one lid at a time. However, some younger children 
will lose interest in the game if they are not allowed to remove all the 
lids immediately. You should accept this behavior. Perhaps the child is 
too excited to take time to guess a partly hidden picture. Or perhaps the 
child is not willing to take a risk, and feels threatened when he is asked 
to guess a hidden picture. 

After a younger child has seen all the pictures on a card, he still 
will find a memory game cnallenging. You can replace the lids on the 
card, rotate the card several times, and ask the child to find his favorite 
picture. As the child removes the lids, he again becomes involved in 
trying to identify an uoject by seeing only part of it. The problem is 
easier because he knows the name of the object, and he may remember its 
position on the card. However, if the box is rotated, the problem usually 
is not too easy for a younger child. The position of the picture, in 
relation to the child, has changed. It may be on the other side of the 
box and upside down. This kind of spatial change is not easy for a younger 
chile' CO understand. 

Older children are more likely to make guesses as' they remove the 
lids. They. are better able to analyze the relationship between part of 
a picture and the whole picture. They also may enjoy a memory game 
after they have seen all the pictures, although the game probably will 
be very easy for them. 
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All the objects on each card are related. The names of the objects 
begin with the same letter. For example, one card shows only objects 
that begin with the letter "T," another shows objects that begin with 
"B," and so forth. The letter is always printed in the upper right corner 
of the card. If a child is learning beginning phonics, you can use the 
puzzle pictures as a phonics game. You and the child can take turns 
removing covers from the pictures until he (or you) can guess the letter 
in the corner. 

Design Patterns 

Each design pattern consists of sixteen separate pictures that forr 
eight matching" pairs. The pairs are arranged in a symmetrical design. 
The object of the game is to discover the design. The same design is 
not used on all the cards. Therefore, a child must develop a new 
hypothesis each time he plays with a different card. 

A younger child usually needs to remove most or all of the lids 
before he sees the pattern. When playing with a youngar child, you should 
take turns with the child in removing all the lids. As the lids are 
removed, you can talk with the child about any pictures th-t especially 
interest him. Some pictures may produce conversations about coi.-^s or 
shapes; other pictures may lead to conversations about categories of 
similar objects; or the child may be interested in counting the number of 
objects in some pictures. You should respond to the child's comments without 
pointing out elements of the pictures-or the design that the child h^i, not 
yet seen. 
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In order to help a younger chid discover the design, you can play 
a memory game. After all the lids have been removed, you can ask the 
child to close his eyes. Then you can put the lids back on two different 
pictures. If possible, the covered pictures should ne ones in which the 
child has shown special interest. When the child opens hi? eyes, you can 
ask him to find one of the pictures that is covered. 

If a child is able to play the game with two lids on the card, 
you gradually can increase the numbe*^ of lids, each time asking the child 
to look for a certain picture. Each time the child plays, he will become 
more familiar with the pattern. Eventually, he may realize that the 
pairs of pictures are arranged in a design. Once he discovers the design 
on one card, he will be more likely , to look for a design on the next card. 

This activity is really an exercise, or test, if you always set 
up the problem and ask the child to solve it. If the child does not 
spontaneously offer to be the "adult" and set up the problem, you should 
ask him if he wants to cove? some of the pictures while your eyes are 
closed. The exercises suggested in these Instruci .-^is have been designed 
to be back-and-forth activities, with the adult and the child taking turns 
in some way or other. If a back-and-forth game does not evblye, it is 
likely the child does not like the activity. 

An older child wll be interested in trying to figure out a design 
pattern before he sees the entire card. We suggest playing a game like 
"concentration-'* Players take turns picking up two lids at once. If 
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the pictures that are revealed are identical, the player keeps the • 
lids. If they are not identical, the lids must be replaced on the card. 
Initially, the players never get to see more than two parts of the 
pattern at a time. They must remember what they have seen and use that 
information to find an identical pair. As pairs are found, the pattern 
is gradually exposed and it becomes easier to find the remaining pairs. 

Matrix Patterns 



In a matrix pattern, each of the sixteen parts of the card shows a 
different figure or picture. The four figures in each row are like 
each other in some way, and the four figures in each column are alike 
in some way. Therefore, each row and each column consists of a category 
of similar figures. In the example above, the figures in the first row 
are all triangles; in tlie first column, the figures are all green (shown 
here as a dotted f -^ttern). 
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A matrix* pattern shows how each figure can belong to two categories 
at the same time. As part of a row it belongs to one category, and as 
part of a column it belongs to another. Once the principle of a matrix 
is understood, a hidden part of the pattern can be predicted because it 
is always the intersection of two categories. In the example above, the 
missing figure is at the point where the row of squares intersects with 
the column of red (shown here as solid black) figures. Therefore, the 
missing figure would be a red square. 

The matrix patterns are even more difficult for a younger child than 
the design patterns. He may see that all the figures in a row are alike 
in some way, but \}e cannot usually analyze for himself exactly how they 
are alike and how they are different. 

Research with young children has Indicated that they are limited 
in their ability to guess a missing figure in a matrix pattern. For 
example, suppose a young child is asked to guess the figure that is hidden 
in the following pattern: 
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He may choose any figure that is like one other figure in the pattern. 
He might pick a square because it is under the red (solid) square, or 
he might choose a blue (cross hatched) circle because it exactly matches 
the blue circle next to it. He might pick any red figure because the 
missing one is in the column of red objects, or he might pick any circle 
because it fits in with the row of circles. He is unlikely to realize 
that the missing figure must fit both column and row requirements and 
thus should be both red and a circle. 

If a younger child sees an entire matrix pattern with only one or 
two figures covered, he may be able to identify the hidden parts by 
guessing what looks right. In other words, when he can see nearly all 
the pattern he can sometimes use perception to solve the problem. 

With a younger child you should use the matrix cards in the same 
way as the design patterns. Let him randomly uncover the pattern and 
look at it. You can then cover two figures or pictures while the child's 
eyes are closed. When the child opens his eyes, you ask him to find one 
of the figures. If the child finds the game too easy, you can cove- an 
entire row and ask the child to find one picture. Again, it is important 
to allow the child to take a turn setting up the problem. 

When playing with a younger child, you should be careful to avoid 
asking him to put his predictions into words. It is much easier for the 
child to follow the direction, "See if you can find the blue circle," 
than it is for him to answer the question, "What do you think is under this 
lid?" Children should not be expected to put their predictions into 
words until they are older and better able to analyze matrix patterns. 
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An older child can be introduced to the matrix patterns by putting 
all the lids on the car^d and letting liim try to find the figure shown 
outside the border at the bottom of the card. After he has investigated 
the patterns for a while in this way, you may want to suggest some of the 
other games and exercises in the instructions. 

The main purpose of the Pattern Games is to help a child discover 
a logical pattern by using his own reasoning ability. If you tell a child 
how a matrix pattern is organized, you will eliminate the point of the 
game and spoil the fun of playing. An older child finds it relatively 
easy to understand the pattern once the right question is asked or the 
solution to a matrix problem is demonstrated. For example, if you ask a 
child, "How are all the shapes in this row alike?" he can usually answer 
the question easily and use the answer to solve a matrix problem. If you 
demonstrate the solution by saying something like, "This is a red square 
because it is in the red row and in the column of squares," an older 
child can quickly understand the matrix pattern. The point of the game is 
to wait until a child asks himself the right questions and can demonstrate 
for himse-lf the solution. 

If the child is younger, telling him the principle of a matrix 
pattern is not likely to make sense to him. It may confuse him. Even 
if he partially understands the explanation, it may make him anxious 
because he will feel he must succeed on the next matrix problem. With 
a younger child, it is better to begin with memory games and to progress 
to logic games only after it is clear that the child will be able to 
figure out a matrix pattern for himself. 
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P4.22 le Patterns Can Be Used as a Game or as an Exercise 

With both the design and matrix patterns, a game is quite different 
if it is started with all of the lids on the card or with only two lids 
on the card. If all the lids are on the card, players can take turns 
removing them one at a time and trying to figure out the pattern. This 
way of playing is an authentic game. Since it involves elements of 
chance and skill, it is exciting, especially if several children who ara 
about equal in ability are playing together. It can also be very 
competitive and frustrating for a child who cannot figure out the pattern. 

On the other hand, if a game is started with only two lids on the 
card, the problem is much simpler to analyze. A child can see most of the 
pattern and may be able to guess the hidden parts on the basis of 
perception rather than analysis. This way of playing is less exciting, 
however. Since the problem must be set up by one player and solved by 
another player, it is therefore more like an exercise than a game. It 
should be continued only if it develops into a back-and-forth activity. 

You can encourage a child to try both modes of playing. As an 
adult, you may favor the exercises over the games. You may think that 
a child is wildly guessing when all the lids are on the card and that 
he is not learning anything at all. You may feel morrconTfortable using 
an exercise because it seems more like a traditional "teaching" role. 
When you are playing a game, your role is more difficult to define. 
Should you play the game honestly, using your adult knowledge to make the 
best predictions you can? This method has the advantage of showing 
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the child that there is a pattern, but it may also make him feel inferior. 
Or should you pretend not to know the pattern? This gives the child some 
breathing room, but he may feel tricked when he eventually discovers that 
you have been making mistakes on purpose. 

We believe each adult should decide for herself which strategy to use 
in a particular situation. Some adults may try to avoid the problem 
by encouraging several children to play the games by themselves. This 
method may be appropriate, but it does not necessarily eliminate frustra- 
tion because a child can be thoroughly discouraged and confused by another 
child who his more ability and is more aggressive. 

Children Will Memorize the Cards 

Whether a game is played with most of the lids on or off, children 
will tend to memorize a card and play by memory rather than by using 
logic. With the puzzle pictures, memorization is almost immediate. The 
design patterns will take a little longer, and the matrix patterns which 
show abstract objects (circles, triangles, etc.) will be hardest to 
memorize because the card can be turned and the pattern will appear in a 
different perspective. Especially with younger children, turning the 
card will create a completely new problem. Eventually, however, the only 
way to counter the effect of memor izatio"; is to make new cards for your 
set. Two blanks have been provided to help you get started on some 
"homemade" cards. 
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The puzzle pictures, which are the first to be memorized, are also 
the easiest to make. Children, especially older ones, enjoy drawing pictures 
to put on cards, or magazine pictures can be cut out and glued on the 
blank cards. For a child who is learning the alphabet, large letters 
can be drawn on the blank cards. Design patterns can be made by drawing 
geometric shapes or simple pictures on the blank cards. An easy way 
to make matrix patterns is to draw faces on the blank cards. The 
instructions for playing matrix games also explain how to make number 
matrix patterns. You should realize that number matrix patterns are harder 
to understand than picture matrix patterns because they do not present a 
strong visual pattern. Only older children who can easily solve picture 
matrix problems are likely to be interested in number matrices. 
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INSTRUCTIONS FOR PLAYING WITH THE PATTERN GAMES 



In addition to the sets of Pattern 
Game cards, you will need a minimum of 
16 homemade "lids" measuring 1 7/8" x 
1 7/8" each. To make your own lids, 
simply cut up tagboard or cardboard 
into squares the same size as the 
"boxes" on the cards. Then attach to 
each lid a piece of masking tape to make 
a little handle for the children. If 
you cut the squares from a single sheet 
of tagboard by using a heavy paper 
cutter, you'll get a perfect fit that 
will completely cover the entire design 
when you want it concealed. 




Note: Many of the illustrations shown in the following pages merely 
indicate spaces where pictures would appear on the actual cards. 
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HOW 'TO PLAY WITH YOUNGER CHILDREN 



Puzzle Pictures 



^' ?Th°ere wifl'^p^^'? shows four or five drawings of cormion objects, 
iinere will be a letter in the upper right corner.) . 

^' 'Sen D'arJ'n^^^^t?'^^' '""^'^'^^ T ^^"a time from the carxi. 
4:XVf'the'ob1ec't." ''''' '° 

^' ollT *^ut'^hI^^f k^J the^pictures on a card, play a memory 
tTms and thpn nn.f °" card, turn the card around several 
times, and then look for one of the pictures. 

4. Play the same way with the other puzzle picture cards. 

Variations: If J cmij ,-s learning beginning sounds, play this game.' 

Tp?i t ^•^.^"u*^^ ^^"^"^ ^" "PP^^ ^ight corner, 
leu v.,,. , ,-,,0 there is a letter under that cover Take 

turns Sig the other covers until the child wants to 

guess idden letter. Then let him check to see if he 
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HOW TO PLAY WITH YOUNGER CHILDREN 



Design Patterns 

1. Choose a card that shows eight pairs of pictures. Take turns 
with a child removing one lid at a time from the card. Talk about 
the colors and pictures you find. 

2. When all the lids are removed, ask the child to close his eyes. 
Then put two lids on the card. Cover two pictures that are 
different. 

3. Let the child open his eyes and ask him to find one of the pictures 
you covered. 

4. If the child is able to find a picture when there are only two lids 
on the card, try increasing the number of lids. Each time ask the 
child to find a certain picture. 

5. Encourage the child to take a turn setting up the problem for you 
while your eyes are closed. 
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HOW TO PLAY WITH YOUNGER CHILDREN 



Matrix Patterns 

1. Choose a card that shows a matrix pattern and put the lids on it. 

^' llt^ 3 child, removing one cover at a time from the 

card Talk about the shapes, colors, and pictures you find For 

uncover a red triangle, you might say. "Oh. 
another triangle, but this one is red." ^ ^' 

3. When all the lids are removed, ask the child to close his eves 
Then cover two pictures. ^ 

4. Turn the card around several times. Ask the child to open his 
eyes and find one of the pictures that is covered. 

5. If you wish to make the game harder, cover more than two pictures 
perhaps an entire row or column. ^---urcs, 

6. Let the child set up the game for you. He may give you a hard 
problem by covering up all the pictures. 
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HOW TO PLAY WITH OLDER CHILDREN 



Design Pat terns^ 

1. If possible, play with at least three people. One person chooses 
and covers the card; the other two people play the game. 

2. Choose a card that shows eight pairs of pictures. All the lids should 
be on the card. 

3. Take turns picking up two lids at a time. If you find two identical 
pictures, you can collect the two lids. If you find two different 
pictures, put the lids back on the card, 

4. Continue playing until all eight pairs of pictures have been found. 
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HOW TO PLAY WITH OLDER CHILDREN 



Matrix Games 

This game is especially suited for several children playing by themselves 

Choose a card that shows a matrix pattern. The whole card should 
be covered by the homemade lids. '"^ 

Tell a child to look at one of the four small drawings outside the 
borders of the card. The object of the game is to ??nd the shape 
or picture shown in that drawing. ^ 

Ir''pic*5;^?e.'"^''"^ ' ""^''^ '""^""^ ^^'"^^ ^hape 

Next time, rotate the card and choose a different picture to look for. 



1 

2. 

3. 
4. 
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HOW TO PLAY WITH OLDER CHILDREN 



Matrix Gaines 



1. Choose a matrix pattern and put all the lids on it. 

2. Pick up any two lids that are not in the same row or column. 

3. Make up a problem for a child that uses the two uncovered pictures 
as clues. For example, ife you uncover the green triangle and the 
red star, say to the chi^^ "Find the red triangle." By using 
the green triangle and the^red star as clues, the child can figure 
out where the red triangle might be. 

4. After the child solves the problem you have given him, let him 
remove any two lids and make up a problem for you. The pictures he 
uncovers may not be very good clues for solving the problem he gives 
you. For example, he might uncover the red triangle and the blue 
triangle and ask you to find the green square. Try to solve his 
problem, even if you have to guess. 

5. Continue taking turns and playing the same way. 



Variation: 

One player makes up a problem for both players to solve. For example, 
one player might suggest finding all the red shapes, or finding all 
the triangles. 
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HOW TO PLAY WITH OLDER CHILDREN 



Matrix Games 



This game Is good for two or more older children playing by themselves. 

^' Tdiagorial "^^''^ °" "''^ "^^^^ ^^^^ ^o^f" 

2. One person takes the first turn and tries to predict what is under 
a lid. Then he removes the lid. If his prediction is right, he 
takes another turn. If he is wrong, another person takes a turn. 

3. Continue playing until all the lids have been removed. 

Variations: (a) Start the game by covering only a few pictures. 

(b) Start the game with all the lids on the card. 
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MAKING YOUR OWN CARDS FOR PATTERN GAMES 



1. You can make Puzzle Pictures by drawing on the blank cards or 
by gluing magazine pictures on them. 

2. You can make Design Patterns by drawing simple shapes or pic- 
tures on the blank cards. 

3. One idea for making Matrix Patterns is to draw sixteen blank 
faces on a card. Then add a different characteristic (hair, 
eyes, smile, frown, beard, ear, nose) to all the faces in each 
row and column. In the example below, all the faces in the 
first row are smiling, in the second row all have a beard; 

all the faces in the first column have one eye closed, in the 
second column all have eye glasses, and so forth. 
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You can also make number matrix patterns: 



Counting by 2's 
Start with the top row: 2 4 6 8 



To make the second row, 
add 2 to each number 
in the first row: 



8 10 



To make the third row, 
add 2 to each number 
in the second row: 



8 10 12 



To make the fourth row^ 
add 2 to each number 
in the third row: 



8 10 12 14 



Now put all four rows 
together: 



2 


4 


6 


8 


4 


6 


8 


10 


6 


8 


10 


12 


8 


10 


12 


14 



Now, if you look at any row or column above, 
you will be counting by 2's. 



Counting by 1 's 



1 


2. 


3 


4 


2 


3 


4 


5 


3 


4 


5 


6 


4 


5- 


'6 


7 



Counting by 3's 



2 


5 


8 


11 


5 


8 


11 


14 


8 


n 


14 


17 


11 


14 


17 


20 



Counting by 2's 



1 


3 


5 


7 


3 


5 


7 


9 


5 


7 


9 


11 


7 


9 


11 


13 



Counting by 4's 



4 


8 


12 


16 


8 


12 


16 


20 


12 


16 


20 


24 


16 


20 


24 


28 
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Counting by 3's 



3 


6 


9 


12 


6 


9 


12 


15 


9 


12 


15 


18 


12 


15 


18 


21 



Counting by 5's 



5 


10 


15 


20 


10 


15 


20 


25 


15 


20 


25 


30 


20 


25 


30 


35 
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LOGIC BLOCKS 




Purpose of the Logic Blocks 

The purpose of the Logic Blocks is to help a child learn to 
analyze an object according to its attributes. The blocks vary in 
the attributes of color, shape, size and thickness, but they repre- 
sent a simplified situation because the variations are limited to a 
few obvious differences. There are only three colors, five shapes, 
two sizes, and two thicknesses. Therefore, it is relatively easy to 
identify and discuss the attributes of each block and to sort the 
blocks according to similar attributes. 

Parents should remember that it takes several years for a child 
to develop the ability to analyze attributes and to categorize. 
Playing with the Logic Blocks is no more than one small step in that 
process of development. 

How Younger Children Play with the Blocks 

As a younger child plays with the Logic Blocks, he often groups 
similar blocks together. He may make a simple picture that includes 
blocks that are the same shape and/or size. For example, the wheels of 
a car may all be small circles or a Christmas tree may be made of 
triangles. Sometimes a child may make a symmetrical design 
that includes several blocks of the same shape and size. 
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Although the most common grouping seems to be blocks that are 
the same shape and size, many other combinations of blocks may occur during 
a child^s free play. The blocks can be alike in shape, size, thickness, 
color, or any combination of these attributes: 



Alike in one way 
Same color - 

Same shape 

Same size 

Same thickness 



Alike in three ways 

Same color, shape and 
size 

Same color, shape and 
thickness 

Same color, size and 
thickness 

Same shape, size and 
thickness 



Alike in two ways 
Same color and shape 

Same color and size 



Same color and thick- 
ness 

Same shape and size 

Same shape and thick- 
ness 

Same size and thickness 



Although a younger child puts similar blocks together as he plays, 
he usually does not make groups of blocks that are completely logical. 
For example, a child may make a row of blocks in which the first two blocks 
are both red; the second and third blocks are both circles; and the third 
and fourth blocks are both yellow. The row is not one logical group, but 
a sequence of three similar pairs. 

Talking to Children About How the Blocks Are the Same or Different 

Rather than pushing a younger child into sorting the blocks in some 
logical fashion, you can point out similarities in the blocks as the 
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child plays. The child may see that certain blocks are similar, but 
he probably does not understand exactly how they are alike. In other 
words, he feels that the blocks look right together, but he does not analyze 
their similarity. You can describe how the blocks are alike— "These 
blocks are the same shape." "These squares are the same color." "All 
the blocks are triangles." "All the blocks are thick except this one." 

Describing the blocks to a child as he plays with them may help 
him develop his ability to recognize and label such similarities. This 
is a gradual process, however, that takes several years. A child must 
progress from labeling the blocks with a simple label like "red" to using 
a complicated label like "big, red, thin triangle." He must learn the 
concept of an attribute: that red, blue, and green are colors; that 
triangle and square are shapes; and that big and small are terms of size. 
Finally, he must learn the concept of same and different. You should 
certainly not expect a child to learn all these levels of description 
quickly. 

Playing Labeling and Comparison Games with Younger Children 

The games described in the instructions for younger children are 
designed to help a child learn to label individual blocks and to make 
simple comparisons of two or three blocks. In order to be as interesting 
as possible, each of the games involves hiding blocks in a bag and then 
trying to find them again. The bag, though not necessary for any of the 
games, makes them more appealing. 
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The simplest game is to try finding two blocks that feel the same 
("Matching Games"). As irentioned above, children often match blocks that 
look alike as they are playing with them. This gama consists of matching 
blocks by using only the sense of touch. Using touch as well as sight 
helps children learn the concept of shape and size. 

To start the game, you pick out two blocks that feel the same; 
for example, two large thick hexagons (they will be different in color). 
Put one of the hexagons in a bag with several other blocks. Then show 
the other hexagon to the ct.ild, encourage him to feel it, and ask him to 
reach in the bag and try to find another block that feels just the same. 

If the child makes a mistake, the game can be made easier by reducing 
the number of blocks in the bag. If there are two blocks in the bag, the 
child has to eliminate only one of them in order to find the correct block. 
If the child finds the game too easy, it can be made more difficult by 
putting blocks in the bag that are somewhat similar to the block that the 
child is trying to find. For example, if the child is looking for a large, 
thick circle, you could put it in the bag along with several small 
and large thin circles. 

The second game ("Which One Is Different?") is designed to help a 
c!i lid understand the concept of "different." To begin the game, you 
make a set of three or more blocks that are the same color and the same 
shape. Then you add one block to the set that is a different color and 
a different shape. For example, you might pick out four blue triangles 
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and one yellow circle. You explain to the child that the four blue 
triangles are all the same shape, but that the yellow circle is 
a different shape. Than you put all the blocks in a bag and ask the child 
to find the block that is a different shape. 

If the child likes this game, it can be extended. You can start 
with a set of blocks that are the same color and the same thickness (e.g., 
thick, red blocks). One block is added that is a different thickness 
(e.g., one thin, red block), and the child tries to find the block that 
is a different thickness. Or you can start with a set of blocks that are 
the same color and size (e.g., large, yellow blocks) and add one block 
of a different color and size (e.g., one small, blue block). 

You can also ask the child to find the block that is a different 
color. Of course, it is not possible to feel the color of a block that 
is inside a bag. However, in some of the above examples, the block that 
is a different color is also different in some way that can be felt. It 
may be a different shape, thickness, or size. 

If a child has difficulty understanding the meaning of the word 
"different," you can simplify the game by asking the child to find a 
specific block. Instead of asking the child to find the block that is a 
different shape, you can say, "Try to find the circle." • Instead of asking 
for the block that is a differnt thickness, you can ask for the thin 
block, and so forth. 
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The third game ("Which One Is Missing?") helps a child practice 
labeling the blocks. It is a memory game in which one block is removed 
from a set of three different blocks and hidden in a bag. The child tries 
to remember the missing block and name 'Tf. If he does not remember it. 
he can feel the block inside the bag. Feeling the block will tell him 
the shape, size, and thickness. 

The game can be played with any three blocks. However, if you pick 
one yellow, one blue, and one red block, the child can figure out the 
color of a missing block by a process of elimination. The game can be 
made harder by starting with two, three, or four blocks of each color. 

In any of these games, a younger child might peek in the bag in order 
to find the correct block. If this happens, the child is indicating either 
that the game is too hard for him or that he is net interested. He is 
changing the rules from a .game that involves touch to one that involves 
only sight. You should remember that the purpose of the bag is only to 
make the game more interesting. You can accept the child's change in the 
rules and play a visual game that will help him learn to label and compare 
blocks. For example, you can ask the child. to put several blocks in the 
bag; then you can try to guess the blocks without feeling inside the bag. 
When you make a guess, he can look in the bag to see if you have guessed 
correctly. You can help the child learn labels for the blocks by asking 
questions like, "Do you have a small, thin triangle?" or "Do you have a big, 
red block?" You can help him learn the meaning of "same" and "different" 
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by showing him a block and asking him questions like, "Do you have a block 
that is the same color as this one?" or "Do you have a block that has a 
different shape from this one?" You can "give up" and ask him for hints: 
"Tell me what color it is," or "Is it big or small?" 

When a younger child changes the rules of a game, it is often his 
way of asking to switch the roles of adult and child. He wants the adult 
to be the learner while he acts as. the teacher. The adult can accept this 
change in roles and still help the child team. 

How Older Children Play with the Blocks 

An older child usually understands how to analyze the separate 
attributes of the blocks. In his free play he may sort the blocks into 
logical sets. Because each of the blocks is limited to the same four 
attributes (shap--, i;olor, size, and thickness), it is possible to sort 
all of the blocks according to any one of the attributes, and then sort 
each of these categories according to a second attribute, and each of these 
categories according to a third attribute. For example, suppose a child 
divides the blocks into three colors. Then each of the colors can be sorted 
according to shape, and finally, each of the categories of same color 
and same shape can be sorted according to size. The child then would have 
thirty pairs of blocks which are the same color, shape, and size. It 
is also possible to reverse the process, starting with categories of blocks 
that are alike in three v/ays and combining them into larger categories 
of blocks alike in two ways and in turn combining them into categories 
of blocks alike in one way. 
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An older child is not necessarily going to sort the blocks in such 
a systematic and thorough way, but he probably understands this kind of 
categorization, and some of it may appear in his free play. 

Playing Logic Games with Older Children 

Older children enjoy memory games such as the Camera Game in which 
a block design is memorized. They may be interested in designs which 
are logical patterns. The adult can try various sequences and patterns. 
The task would be to remember the entire sequence or pattern, to fill 
in a missing piece, or to extend the sequence or pattern. 

Older children may also be interested in games that involve 
discovering a logical rule. Three of these games are described in the 
instructions (pages 213-216). 

In one game a child tries to predict the color of blocks in a bag 
by feeling them. The blocks are a special set. All the blocks that are 
the same color are also alike in some other way. They may be the same 
shape, the same size, or the same thickness. In other words, there is a 
logical rule that relates color to an attribute of the blocks that can 
be felt. For example, the rule might be: all the triangles in the bag 
are red, and all the circles are blue. In this case, color is related 
to the shape of a block. At first the child will have to guess the color 
of a block. However, after several blocks have been removed from the 
bag, he may see that the thickness and size of a block have nothing to do 
with the color, but that the shape does. A triangle is always red, 
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whether it is large or small, thick or thin; and a circle is always blue. 
Once the child discovers this rule, he will be able to predict the color 
of the other blocks in the bag. 

A second rule game is similar. One player makes up a secret rule 
for sorting the blocks into ''good" blocks and "bad" blocks. For example, 
all the blue blocks are "good" and the yellow and red blocks are "bad." 
The other players try to discover the rule. At first it is not possible 
to know which attribute of a small, thin, blue hexagon makes it a "good" 
block. However, when several examples of "good" blocks are found, and 
they are all blue, the players realize that color is the critical attri- 
bute, and they can figure out the rule. 

If an adult tells a child a rule, much of the learning and the excite 
ment of a rule qame is lost. As with other logic games, it is difficult 
to give a hint that does not tell the solution. For example, if an 
adult makes statements during a game like, "This is a blue block and it is 
good," or "This is a red block and it is bad," she has given away the rule 
Her language indicates that color is the attribute upon which the rule 
is based. Instead of having to figure out for himself that shape, size, 
and thickness are irrelevant, the child has been told. 

All the rule games involve an element of chance. For example, if 
a child is guessing the color of a hidden block, he has one chance out of 
three of being right. The child can enjoy some success on the basis of 
luck. This makes the game fun to play, and eventually he may discover 
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the logical rule. The adult should be patient and wait until the child 
becomes interested in the logical part of the rule game. 

If a child becomes frustrated with the rule game, the adult can 
give a non-verbal clue, such as grouping some of the blocks in a way 
that visually suggests the rule. If the child is still frustrated, the 
adult can try to think of an easier rule, or go back to an easier game. 

Letting the Child Make Up Games for the Adult 

Whether the adult is playing with a younger or older child, it is 
very important for her to allow, and even to encourage, the child to take 
a turn setting up the game or making up the rule. Even though a child 
usually changes the game considerably, he is relieved from the pressure 
of having to succeed on some memory or logic task. Most of the Looic 
Block games are coo demanding for a child to tolerate for long without some 
relief. 

When a child sets up a game, he often eliminates the logical part 
and turns the game into one of chance or luck. For example, if the game 
involves guessing the color of blocks in a bag, the child may put a 
random set of blocks in the bag and ask the adult to guess the color. 
In this case the game would be based completely on luck. 

It is a higher skill to set up a logic game than to play one. 
However, even older children who understand the principle of logic games 
may initiate games of chance. More than anything, this tendency seems 
to come from a desire to trick the adult, to invent a game at which the 
adult is not superior. Games of chance make the players even. 
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HOW TO PLAY WITH YOUNGER CHILDREN 



Matching Games 



The object of the game is to find inside the bag a block that is 
the same shape as a block outside the bag. Start the game at a level 
you think will be easy for the child, and make the game harder if he 
shows interest. There are several ways to play; here are some examples. 



EXAMPLE 1 




pdt two shapes (for 
emmple,7\ circle and a 
triangle) )n the bag. 




P)CK OUT A SLOCK THAT )S 
THE SAME SHAPE AS OAlE 
OF THE BLOCKS IN THE BAG. 
Ask the: CHILD) TO CLOSE 
HJS EVES AND FEEL JT. 
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THE CHILD AV^V 
POT A LOT OF 
DIFFEREJSfT SHAPES 
)N THE BAG AND 
WANT TD PLAV 
TEACHER 




SHOW THE CHILD AN EXAMPLE OF THE 
"^^^ ARE GU£SSINGAND uiE TKE 
NAME OF -mE-SHAPt JN VOUK QUESTION. 




I HE CHILD /V\AV C^ANGB THE 
ROLES /AND WANT VOD TO 
GUESS THE COLOR /AS WELL 
AS THE SHAPE. 
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VOU CAN CORRECT THE. CHILD WITHOUT CR)T/CIZIAiG HIS LAN^UAG^. 
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THE CHILD AMV WANT 
TO A^AKE THE GA/A^. 
HARDER BV PUTTING ALL 
3 BLCXTKS )N THE BAS. 



ERIC 
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Camera Game 

The object of the game is to remember a design. Here is an example 
of how the game might go: 




IF THE CH/ID AAAKES A 
M)STAKE, CORR.B<zr HER 
WITHOUT CRjTIQZI/\JG. 
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HOW TO PLAY WITH OLDER CHILDREN 



What's Left? 

The object of the game is to guess the color, shape, and thick- 
ness of blocks in a bag. Th.e shape and thickness can be felt. The 
color eventually can be-§a^sed by looking at the colors of the blocks 
tnat are outside the bag. Here is an example of how the game might 
go: 



FUTAll THE BLOCKS 
OF ONE SHAPE AND 
SIZE IN THE BAG. 



t -tt It - 

If 1 T if-f 1 
T /• ■ 
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Mhat's Left? (cont'd) 




THE CHIi-PM/AV 
CHANGE THE RULES 
AND PUT A VAf<iW 
OF SHAPES IN THE 

SOU CAN 
SVLL PLAVTHE ^ 
GAME BV LOOK/AJG 
AT THE BLOCKS 
LEFT /N THE BOX. 
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What's My Rule? 

Inside the bag is a special set of blocks in which shape or size 
or thickness is related to color. In the example below, all the tri- 

ru^ ""f^. '"^ ^^■^^■'es are blue (shape is re- 

lated to color) The object of the game is to discover the rule for 
relating shape (or size or thickness) to color. The extra blocks you 
are not using should be out of sight. 




IF POSSIBLE, PLAV WITH SEVERAL CWLDREN 
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What's My Rule? (cont'd) 



r f 



/.N OTHER 
~ " ONE. 




SOT AS MORE BLOCKS ARE REMOVHP, A 
PATTERN DEVELOPS, AND THE COLOR CAN 
BE PREDICTED. 




IF THIS LOGIC 
GAM B )S -TOO 
HARP, MAKE , 

GAME. SHOW 

THE CHILDREN 
THE BLOCKS 
BEFORE VOL) 
PUT THE/V\ 
INTO THE 
BAG, 
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Good and Bad 



One person makes up a rule that tells which blocks are "good" and 
which are "bad." The rule may be based on color, shape, size, or 
thickness. The other players try to discover the rule. 



In this example the rule is: 
YELLOW AND BLUE BLOCKS ARE "BAD." 



ALL THE RED BLOCKS ARE "GOOD": THE 
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Good anri Bad (cont'd) 




This game can be difficult. Children may not discover the rule 
until they have guessed many times. If they seem to be frustrated by 
your rule, give them a hint by showing them several blocks that are 
"good." Many different rules are possible, for example: 

1. All the big blocks are good. 

2. All the triangles are good. 

3. All the thin blocks are good. 

4. All the blocks that are red £r circles are good. 

5. All the blocks that are small or triangles are good. 

6. All the blocks that are yellov/ and thin are good. 



7. All the blocks that are blue, square, and small are good. 
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Sequence Games 

The Sequence Games contain a set of patterns printed on long strips 
of heavy paper. A series of pictures, shapes, or numbers is printed on each 
sequence strip. The patterns on the strips are slowly pulled out of a 
sleeve to reveal one new figure in the sequence at a time. The object 
of the game is to predict what the next picture in the sequence will look 
like by analyzing the part of the pattern that is already visible. 

In order to predict what the next frame of the pattern will look 
like, the figures on the strip must be arranged in a necessary sequence. 
In the following pictures, it is possible to see a pattern, but it is not 
possible to predict the next picture because there is no orderly sequence: 




Will the nose be added next, the mouth, the ears, the hair, or what? The 
most common orderly sequence 1s a number sequence, such as counting. All 
the printed patterns in the Sequence Games are like number patterns. 

Alternating and Overlapping Patterns 

The simplest kind of number pattern is one that alternates between 
two elements. It is like counting with only two numbers: 1...2...1... 
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2...1..., except that the pattern consists of colors, shapes, or pictures 
instead of numbers: 



O 



oo 



o 



oo 



o 



oo 



Some of the patterns involve three or four elements that repeat in the 
same sequence: 



O □ A O DA 



Theraost difficult repeating patterns are those in which there is 
more than one pattern in a series of figures. The patterns overlap each 
other. For example, the figures may have a color pattern of 1...2... 
1...2... and a shape pattern of 1 . . .2. . .3.. .1 . . .2. ..3. It would look 
like this: 

□AOBA#nA 
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In order to predict the next frame in this pattern, it is necessary to 
separate the color pattern from the shape pattern and analyze them inde- 
pendently. For example, suppose this much of the pattern can be seen: 

□ A O ■ A 



If a child sees that only the shapes are repeating, he can predict that 
the next frame is a circle. If he sees only that the colors are repeating, 
he can predict that the next frame will be blue (shown here as solid black). 
If he sees both patterns and analyzes them independently, he can predict that 
the next figure will be blue and a circle. 

In a series that has a simple repeating pattern, all the elements 
of a figure are identical each time the figure is repeated. In a series 
that has several overlapping patterns, the patterns are repeated but the 
elements of a figure change each time the figure is repeated. 

Number Sequence Patterns 

A second type of pattern is a contin'ious number sequence. The 
simplest example is counting. Each frame is one greater than the previous 
frame: 1 .2. . .3. . .4. . .5. . .6. . . No frame is repeated. A great variety of 
this kind of pattern is possible. Any card in which a constant mathematical 
change is made with each successive frame will form this kind of pattern. 
Patterns that use numerals can focus on larger numbers and the relationships 
among them. The following are examples using the common number operations. 
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Addition: Five can be added to each frame-- 

2 7 12 17 22 

Subtraction: Three could be subtracted from, each frame— 

23. ...20 17 14 n 

Multiplication: Each frame could be multiplied by three— 

2 6 18 54 162 

Division: Each frame is divided by four— 

256. ...64 4 1 

The patterns can be made extremely difficult. 

Some Patterns Are More Difficult Than Others 

There is no exact sequence of difficulty with the Sequence Games. 
In general, the easiest are simple repeating patterns. Next in diffi- 
culty are simple number sequences. More difficult are the overlapping 
patterns, and most difficult are complicated number series patterns. 

If a pattern consists of pictures or shapes, a child sometimes sees 
the pattern before he understands it. He begins to predict correctly, 
but does not understand why and is surprised that his prediction is 
correct. Gradually, he will be able to analyze the pattern. However, 
you should not expect a child to justify his predictions, or to 
explain an entire pattern until he is able to predict a pattern very 
easily. 

Set Breakers 

Some of the strips differ from the established patterns. They are 
called "set breakers" because they require a change in a child's way of 
thinking (Ms mental set). Set breakers make the Sequence Strips more in 
teresting. They also help a child develop flexibility in solving logic 
problems. 
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The set breakers involve the same kinds of patterns, but include 
a new twist that requires new insight. For example, an alternating 
pattern usually looks like this: 

o • o • o • 

A simple set breaker might look like this: 

o • • o o • 

The alternating pattern is still there, but a child has to look at four 
figures instead of two in order to see one cycle of the pattern. 

A more difficult set breaker that includes an alternating pattern 
might look like this: 

o«oo«ooo# 

If the pattern is divided into color cycles, it can be seen that there 
are a different number of figures in each cycle and that the number of 
red figures form a pattern: 

o# oo# ooo# 
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A connion set breaker in the continuous number patterns is one 
that increases in number the first half of the pattern and then decreases 
in the second half of the pattern: 

1 2 3 4 5 4 3 2 1 

In the middle of the pattern the child has to change his perspective 
and use a different hypothesis to predict the last half of the pattern. 
Another comnron set breaker produces this kind of pattern: 

1 2 2 4 3 6 4 8 5 10 

This pattern is hard to see because it is really two patterns. Two 
simple number sequences are alternating, 1-2-3-4-5 and 2-4-6-8-10. If 
the two patterns are made visually distinct, the pattern is much easier 
to predict: 

ODDOnn o □□□oonnnn 
o □□ oo □□□ oo □□□□ 

Children Formulate Their Own Questions in Order to Make Predictions 
As with any game that involves discovery learning, the key to 
understanding a pattern is asking the right question. Suppose only 
a few parts of a pattern are visible. You may ask the child, "What came 
after red last time?" It would be relatively easy for the child to 
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recognize that the pattern is repeating and that the next figure would 
be yellow. Or again, suppose the following parts of a pattern were visible: 
1 3 6 10 ? 

You could ask the child questions like, "How many were added to 1 in 
order to get 3, how many were added to 3 to get 6, how many were added 
to 6?" Once you ask him these questions, however, much of the solution 
has already been stated, and the child has little left to discover. 
Therefore, the role of the adult is to give a child time to discover 
these questions for himself. 

The number patterns in the Sequence Strips provide a good example 
of how a skill can be practiced through discovery rather than drill. 
The usual way to practice arithmetic skills is for the teacher to ask a 
question and the learner to aniwer it. Question— "What' s 2+2?" 
Answer— "4." In the Sequence Games the questions and answers are not 
separated. The learner discovers his own question by looking at the 
visible part of the pattern. . Then he answers his question by predicting 
what the next frame will show. He pulls out the strip a little way, 
looks at the answer, and then uses this new information to formulate his 
next question. Being responsible for both the question and the answer 
is an exciting way to develop an intellectual skill. 

When a strip is completely hiidden in its folded case, it is obvious 
that no question can be formulated about the first frame of the pattern. 
Some children and adults, however, enjoy making wild guesses. When the first 
frame is visible, many possible questions can be based on such a small 
amount of information. For example, if the first frame shows a red circle, a 
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child could ask himself questions like: Will the next frame show an- 
other circle, or another red figure? Will there be two red circles? 
I^ti.11 there be some other shape, or some other color? As each frame is 
shown, additional information is revealed and the number of possible 
questions is reduced and refined until one hypothesis emerges that ex- 
plains the pattern. Each frame thereafter confirms that the explana- 
tion is correct. 

A Child Must Take Risks in Order to Make Logical Guesses 

A guess at any point involves taking some risk because it is 
always possible that the guess will be wrong. An adult can judge how 
confident a child is with the Sequence Games by observing how willing, 
he is to take risks. If he guesses when only a little of the pattern 
is visible, it is a sign that he enjoys the game. He is not threatened 
by a mistake. If he makes a wrong guess, he uses this new information 
to make his next prediction. 

On the other hand, a child, or adult, who is afraid of being wrong 
may guess silently to himself. If he is wrong, then no one will know 
about it. Sometimes a child will memorize a strip and then pretend that 
he is predicting what will come next. Memorizing a strip may be another 
sign that a child is unwilling to take a risk. Other children show 
they are afraid to take a risk by peeking at the next frame. 

Taking a risk by formulating a tentative hypothesis, or a logical 
guess, is an essential part of solving any logic problem. You 
can help a child develop his problem-solving ability by encouraging 
him to take risks, but this assistance must be very subtle. A child 
cannot be forced to take risks. In fact, direct encouragement to take 
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a risk may make him more fearful of being wrong and appearing foolish. 
If you explain a pattern to a child and try to show him how "easy" 
it really is, the child's willingness to take risks does not 
necessarily increase. He may feel even less confident after being 
shown that he was afraid of such an "obvious" pattern. 

The most important way you can help is to be patient and wait 
for a child to develop confidence. If a child has looked at sequence 
strips for several days without guessipg out loud, you can help him by 
asking a question that involves two specific choices. For example, 
you might ask, "Do you think the next picture is red or green?" If 
a child is pretending to predict the next frame, but is actually peeking, 
you can let the child know that he can look at the next frame any time 
he wishes by simply pulling the strip out of the case. 

You can show a child an example of risk-taking. You can avoid making 
a special effort to memorize the strips yourself. Occasionally, when 
only a small part of the. pattern is visible, you can guess what will come 
next. Even if you do remember a pattern, you can sometimes intentionally 
make a wrong guess that is logical. For example, suppose the following 
part of a pattern is visible: 
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You might guess four squares, even if you remember that the pattern 
repeats and that the next frame is one square. If the child makes 
a wrong guess that is logical, you can support him by explaining 
why it was a good guess. 




Risk-taking is most likely to occur when the child sees the sequenc 
strips as a game, and not as a lesson. You must constantly resist the 
temptation to become the authority and use the Sequence Games as a test, 
you relax, watch the child guess, and occasionally guess yourself, 
the Sequence Games can be fun. If you ask the child a lot of questions 
criticize his predictions, and expect him to explain the logic of the 
patterns, the experience can have a very damaging effect on the child's 
willingness to take risks and to solve logical problems. 

The adult can channel her desire to be instructive into making 
new patterns. Children often memorize the patterns after using them 
several time; thus, in order to extend the usefulness of the game, it is 
necessary to make additional strips. The following instructions include 
several examples. 
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INSTRUCTIONS FOR PLAYING SEQUENCE GAMES 



Note: The pictures on the following pages show the sequence strips 

being used in a box, which you can have made locally if you want 
a durable container. However, all you need is a simple homemade 
cardboard sleeve that lets you pull out one strip at a time, A 
piece of tagboard or cardboard, folded once and stapled or taped 
closed, will provide a very suitable container. 
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HOW TO PLAY WITH THE SEQUENCE GAMES 



1. Put several of the Sequence Games in the cardboard sleeve Start 
with easy patterns (lower numbered cards) and add others as vour 
child shows interest. 

^' ^nfi^^M^^lli^'' if. he wants to play a guessing game. If he does, 
pull out the strip just far enough to show the first frame 
of the pattern. 

3. Give the child a choice of either looking at the next frame or try- 
ing to guess what it is before looking at it. 

4. If the child doesn't want to guess, let him pull the strip out far 
enough to see the next frame. uuu Tdr 

5. If the child makes a guess, let him immediately pull the strip out 

nni^-^ 1 -f '^'^'9^^ °^ Do not criticize his guessing with 

questions like "Are you sure?" or "Why are you guessing that'" 



6. Continue exposing the pattern one frame at a time, 
the child choose either to guess or to peek. 



Each time let 



If the child guesses only part of the pattern, accept his answer 
The next time he plays with this strip, he may discover more of the 
pattern. 




ERIC 




£>0/SIT cmTICIJZE THF CHILD'S (SOESSE 
WITH OOESTIONQ. LIKE, "AF^E VOU 
SURET" C>R," WHV AF^E VOU 
GOESStf^G rhAT'' 
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Ways to Give Hints 

a l'-ifpTiI^?n ^^^^"1^ is interested in a pattern, and needs just 
h^lt^ .t discover it. give her a hint. However, give as few 

h;nts as possible. The more the child discovers the oattern for 

"rgiJ5ngTntsf '^'^ '''' ^^^^ are^^^rsu^resttSns 

^' b'eln''incov\°reS.' '^'^^ "^'^ ^'^ ^^^'"^ ^^^^ ^''^ ^^^^^^y 




Ask the child a question that gives her a choice between two soe- 
c IT 1 c 3nsw6rs • 




PO you THIAJK THE- NEXT 
P/CTUPTE )S REr? OR ISLUEf 
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Making Your Own Patterns 

Here are some other suggestions for number patterns: 

1. Adding 10: 

3 13 23 33 43 53 63 

2. Adding 5: 

2 7 12 17 22 27 32 37 

3. Adding 1, then adding 10: 

1 2 12 13 23 24 34 35 45 

4. Subtracting 2: 

20 18 16 14 12 10 8 6 4 2 

5. Counting by 2's, 3's, 4's, 5's: 



2 


4 


6 


8 


10 


12 


3 


6 


9 


12 


15 


18 


4 


8 


12 


16 


20 


24 


5 


10 


15 


20 


25 


30 
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PHONOGRAM MATRIX GAMES 
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Phonogram Matrix Games 

The purpose of the Phonogram Matrix Games is to provide children 
problem-solving experiences related to language. They are not a 
"phonics exercise" to be used to teach letter sounds separate from 
words; instead they provide children the opportunity to be agents 
who "figure out" what v/ord goes in the blank cell by discovering 
what the missing v/ord has in common with the printed words. 





bill 


bit 


hat 


hill 


hit 


sat 


sill 


sit 

1 



This set of cards is numbered and organized into five groups, with 
each group printed on different color cards. The groups differ in diffi- 
culty because of the way cues are presented on the back , or deductive, 
side of the cards. (The front, or inductive sides, are those showing 
all but one complete word.) 

On some of the numbered cards^ beginning consonants are the same 
across the rov^/s; endinqs, or ohonoarams, are the same down the columns. 





bill 


bit 


hat 


hill 


hit 


sat 


sill 





bum 


hum 


sum 




hunk 


sunk 


bad 


had 


sad ^ 



Other numbered cards are arranged in the opposite manner. The 
children will discover this arrangement after a while. 



The Phonogram Matrix Garnes were created by Maurice Lyons, Barry Barnes, 
and Ron Warner. 
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Instructions 



1. Flip through the set of cards. See what they look like. 

2. Place a thin sheet of paper over a card and complete the blank cells. 
Work both sides of a couple of cards in EACH set. Do not write on the 
cards . 

3. Think how ^ might use these games before reading our suggestions. 

There is one basic game— to fill in the missing letters or words. 
How you play will depend mainly on the individual child you work with. 
The color-coded, numbered structure moves from "easy" to "difficult." 
But you c'an help a child be successful by being aware of other factors. 

One factor 1s, of course, can he read? Another is, can he name 
letters? If he can do neither of these, he should play other games. 
The content of these cards is designed for "average" second and third 
■graders, although some first graders may do well also. 

This chart shows what the child might do as he plays. 



For Beginning For 
Readers Readers 



CARDS 





Name 

beginning 
fe!Se'?s"9 


Write 
beginning 
& ending 
letters 


"ReacP 
words with 
or without 
writina 


1 - 5 


X 


X 


X 


6 - 10 


X 


X 


X 


n - 20 


X 


X 


X 


21 - 25 


X 


X 


X 


z6 - 27 


X 


X 


X 
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In other words, the child could name, write, or read using any of 
the cards. The easiest task is for the child to play with Card //I and 
just nanie the first letter of the missing v^ord (the adult would write it 
on a blank card for him) and then name the letters that end the word. 
The most d ifficul t task may be to play with Card 27 and "read" the missing 
word or words. There are various levels of difficulty betv/een these two 
cards. It is up to you to see that each child succeeds and also is 
challenged; you can do that by providing the cards best suited to him and 
by having him name, write, or read the missing words. 

• The "front" side (the side that shows the most v/ords) of any card 
shows all but one word (or cart of a word, as on Cards 21-25). The 
back side shows only that word or tlie rest of it. This sel f-ccrrecting 
feai:ure lets the child check hirnself after he has tried to solve either 
of the sides. 



ride 


ray 


! 

rake j 


<"■■"•'' — 




r 


side 


say 


i 

sal;e j 








wide 


way 


151 


Jde 




v/ake 6 



When using the fro nt side, you iTiay increase the difficulty by covering 
more than one or two cells with small index cards. ^ Actually, as a very 
challenging game, you can cover all the cells (boxes). Then a child can 
play "Beat the Matrix." 



'^dust cut out (from a piece of plain tagboard, construction paper, or 
cardboard) a set of nine 3"x2" cards to cover the cells (boxes). 



236 PART I I 



242 



That is, the matrix is his opponent. In order to win, he tries 
to name as many words as possible, uncovering one card at a time. For 
every word he misses, the matrix gets the card (i.e., a point). For 
every word he names correctly, he' gets the card or point. After all the 
cards have been removed, count the cards that belong to the matrix and 
count the child's. Of course, the one who has the most cards is the 
winner. In the beginning, a player must sacrifice some cards in order 
to see some words, but when he is skilled, he can always beat the matrix 
by a 6-to-3 or 5-to-4 score. 

When using the back side of the cards, place a sheet of thin paper over 
the card. The child can see through it well enough to trace the letters 
given and to write in the missing letters and words. Do not write on 
the cards themselves. 

Children may be able to play independently, but for beginning readers 
it is important that an adult play an important part. You read the words 
on the cards first, let the child figure out what letters go in the empty 
cell, and then read the word the child puts together. Encourage children 
who already can read to play this way with those who are just beginning 
to read. 

Each set of color cards can be enlarged if you make extra cards your- 
self. For example, in the first ("easy") group, you can add cards that 
use a matrix like this: 



bill--fill — ( ) 
big— fig— pig 
bin — fin — pin 

Front 



b 


f 


P 






pill 


ill 








ig 








in 



Back 



2 4 3 
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plus others running: men, man, mill 
(front) pen, , pill 

ten, tan, ill 



(back) 



en 



an 



in 











pan 











bent, lent, sent 


b 


1 


s 


bet, let, set 














bag, lag. 






sag 



ent 
et 



(back) 











ink 


at 


an 




mink. 


mat, 


man 


m 










(front) pink. 


pat. 


pan 


P 








(back) 


rink, 




ran 


r 




rat 







Try to develop at least one extra card for each of the other 
"color" groups of cards. Check your "new*' cards with a reading teacher 
or with your instructor to be sure that your phonograms are correct. 
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JHE FAR WEST UBORATORY FOR EDUCATIONAL RESEARCH 
-www ■ /AND DEVELOPMENT'S goal is to contribute to the improve- 
i^^^^ j J^^ educational practices. Through educational develop- 
ment and service activitles/a staff of 220 works to help children 
and adults have more and better opportu nities to learn. 
Educational development is a new discipline. It involves, first, focusing on an 
important but specific area in need of improvement and then inventing, field 
testing, and prpvidihg a generaily useful solution to that problem or need. The 
solution may. be a new self-contained product or an alternative process or 
system to be used by educators, by studente^^^^^^ or by ail of them 

' ■together-; ^ 

V AH Laboratory products undergo a rigorous research and development 
cycle prior to release for reproduction and distribution by other agencies. At 
least three phases of field test! ng-^work vvith,.a^prototype, a supervised per- 
formarice field t^st, and an operational testmnder normal user conditions 
without Laboratory participation— precede formal external review and an offi- 
cial decision on acceptability. In view of this thorough evaluation, those who 
adopt Laboratory products and processes can know with certainty the kind of 
outcomes they can anticipate in their own educational setting. Laboratory 
products have consistently edmed high rankings in inipartial national evalua* 
tions of research-and-develop'ment based train 

- The Laboratory is uniquely qiiajified to train adults in the use of media 
and in other 1$dlifcational/tech no logical staff has de- 

veloped extensive experience in preparing multi-^ training materials for 
professibnals and in providing bn-si^ 

studio in the. new Center for Educational Development includes a broad array 
of film, videotape^ photography, and other modern communication facilities. 

. , -The Laborato located in the San 

Francisco Bay Area and suppor^^^^ in part by the Department of Health, Educa- 

;:tioni and'Welfare;''''yr. - V'^^^^^^ 

; The work of the Laboratory ; is governed by a Board of Directors ap- 
pointed by the major educational agencies in the states of California, Nevada, 

"'and Utah.-' 
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